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Why should the military have all the fun? Now you too can blow people away from across the country. Saturn NetLink brings 
full screen, full speed online gaming smack dab into your sweet little home. When you’re done kicking long distance butt, 
surf the net, trade e-mail, or chat with others through the NetLink Browser* And now you can score a Saturn NetLink with 
two bonus games for a piddly $99a2V Remember, someone, somewhere, wants to take you out. Get them first. 


*Must establish Internet account at additional cost to access Internet ^^Manufacturer's Suggested fletail Price - Prices May Vary. 
Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn. Sega Rally Championship and Virtual On are trademarks of Sega. Daytona USA is a trademark of the International 
Speedway Corporation, used under license from Daytona Properties. Saturn Bomberman©1997 HUDSON SOFT. All rights reserved. Exclusive manufacture and distribution by Sega. Duke 





“W/jMM 

7 ; 4^ 


by| 




1 












f Daniels. Alana McKendrick, andfcilB^ 
.PlayStation logo are trademarks of Sony 


^fighting Force, Hawk 
tr^^arks of 


id Eidos Interactive are 
^Entertainment Inc. 





PlayStation 


In a game where ^ about ANyWlNQ 
A WEAPON, njgeto kncw ^ 


can bbcxme 

CANSnULHND AGQQD cm! bazoQKA^ 


Here, the inner ttn; streets are uttered 

WITH WEAPONS OF AU. SORTS. 

Some of y our own making. 

Others ready-made anp banned in most siates. 


All PROVIDE ENDLESS HOURS OF 
EXPLOSIONS. GUNFIRE. AND MISERY 
, OF THE HIGHEST QUALITY. 

No WONDER THIS CITY NEVER SLEEPS. 
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Race The Road Less 



Maneuver around floods, rock slides 
and collapsed bridges in treacherous 
weather conditions like rain and snow. 






mm 


PlayStation 


Challenge up to lour players with split- 
screen and multiplayer link-up modes — 
or compete against seven CPU racers. 


Race one ol 40 super-charged vehicles 
on world-class tracks that feature off- 
road short-cuts and stunning graphics. 


® 1997 Eutechn)’x Limited. Published and distributed by Actirision, Inc. Activision is a registered trademark and Grand Tour Racing is a trademark of Activision, Inc. Car and Driver® is a registered trademark of Hachette Filipacchi 
Magazines, Inc., used under license by Activision, Inc. All rights reserved. Licensed by Sony Computer Entcnainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment Inc, The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are the properties of their respective owners, www.aclivision.com 
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Traveled. 

Grand Tour Racing™ ’98 takes racing off the track. 

A Dakar off-road competition across the shores of Easter Island. 
A rally through Scotland. An Indy-car event in Moscow. 

Race on. . .and off the racetrack. Challenge the boundaries of 
six exotic locales in 40 high-speed vehicles. Master the most 
prestigious racing circuits around the globe for one of eight 
international teams. Join the Tour tough enough to earn the 
distinction as the official racing game from the #1 automotive 
publication. Car and Driver® presents Grand Tour Racing ’98. 

THE OFFICIAL 

EUTBCHNYX™ CARhDRIVER. 



It’s A Big World. Race It. 

The Race Begins September 1997. 


RACING GAME 
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WELCOME TO UCP 102 


Woo-ee! We've 
been playing hot 
new N64 games all 
month and losing our 
minds. Tetrisphere, 
Goldeneye and San 
Francisco Rush are all dri- 
ving us quite insane. Bill keeps 
sniping on innocent Russian soldiers, and 
Mike keeps trying to find an elusive short- 
cut through San Francisco at speeds of up 
to 120 mph. The only problem is that nei- 


ther of them has a Nintendo 64. They’re 
doing this in real life and they might get in 
trouble with the law. 

Still, it’s better than last month when 
Roger decided he was going to be like Pac 
Man and ate five hundred custard-filled 
donuts in one sitting. Oh well, these things 
happen and we just have to deal with 
them. Look out next month when 
Francesca becomes a real princess, thanks 
to Princess Maker, and demands that we 
all serve her. >» FRANK 



Frank o'connor 


foconnor@uLtragp . com 

When Editor Frank O’Connor lived in 
Scotland, Halloween candy wasn’t a 
problem. ‘We’d play our bagpipes so 
badly, people would give us cash and 
jewelry to stop!’ 


■o 
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Roger eurchLLL 


rburchlLLSuLtragp . com 

Reviews Editor Roger Burchill always had 
the starring role in the Halloween pageant. 
‘At first I didn’t mind, but I had to quit two 
years ago when Tiffany started calling me 
The Great Pumpkin at homa’ 



Mike saLnon 


o 


msaLmon@uLtragp . com 

Senior Editor Mike Salmon used to throw 
eggs and soap windows during Halloween. 
‘H was pretty good training for my current 
night job as Windshield Manager down at 
the carwash.’, says Mika 



Francesca neyes 


-o 


freyes@uLtragp . com 

Associate Editor Francesca Reyes still goes 
THck Or liaating every Halloween. ‘I don’t 
mind an occasional piece of candy now and 
then.’, says Fran. ‘Plus it keeps my 
boyfriend in razor blades’. 



eiLL Donohue 


■O 


bdonohueeuLtragp . com 

When Managing Editor Bill Donohue went to 
his first Halloween party, the other kids 
made him the ‘Halloween Pinata’. ‘I don’t 
have the nightmares anymore’. Bill says. 
‘Besides, I’ve kinda gotten used to revenge’. 
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Mortal KombatSMythoiMies: The Adventures o« -1997 f^owa/ Games Irjc, All rights reserved. MIDWAY. MORTAL KOMBAT. the 

DRAGON DESIGN. SUB-ZERO and all character names are ’-ade'^arks o‘ Midway Games Tnc. Distributed by Midway Home Entertainment Inc 
under Jicense. Nintendo. Nintendo 64 and the 3-0 *N' icgo are 'rademarks of Nintendo of America Inc. €1996 Nintendo of America Inc. 
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NINTENDO’S NUDE MNNIO Z 


r PLHNS ) 


tiario goes multi-pla^ for his hot sequel! 


hlle the first 
Mario 64 
exceeded 
gamers’ expectations 
and gave unparaileied 
controi in a true 3D worid, the sequel to 
Mario 64 promises to do it aii over again by 
adding severai new features. 

Finally, Nintendo has 
iistened to the pubiic outcry 
for the return of Luigi. As 
a resuit, Miyamoto has 
said in a recent interview 
that the iovable brother 
wiii be used in a two 
player mode where both 
players run around in 
the same environ- 
ment. The details 
of the new multi- 
piayer mode are 
sketchy at best, but obvi- 
ousiy there wiii be some sort of 
split-screen option where players will 
be able to accomplish different objec- 
tives independently on the same level. 

Some sources have indicated that there may 
be ‘competitive’ modes whereby piayers race to get 
to certain objectives or even fight one another (aithough it’s 
not expected to reaiiy be fighting, exactiy). 


Another major detail surrounding the game is that it 
will be made for the 64DD. Using Nintendo’s new format, 
the game is expected to be far larger and more detailed 
than the original. More varied textures and improved save 
game abilities are promised by Miyamoto through the use of 
the 64DD technology. Nintendo has also indicated that 
Mario2m\\ have more varied music, due to the 

increased storage capacity of the cartridges. 
As one would expect, the game will 
mark the return of many of Mario’s 
enemies and friends. Yoshi is 
again expected to be in the 

Scenes like this one may be 
similar to what you see In your 
next Maito experience. 


game, as is the Princess. 

Clearly, Mario Ians the 
world over have a lot to look 
forward to, but unfortunately, 
Miyamoto did neglect to tell 
eager fans the most important bit 
of information about the game: the 
release date. For now, estimates from 
sources have put the game as having a Q2 
98’ (a few months after the release of the 64DD 
itself) release in Japan, with no estimates being made for a 
US release. 






MOK ODES ON 


[ ON tv) 

Prim time antics for Shiny and its dark rm gam 


Turtles. Perhaps MDKs more serious themes can 
remedy that this time around. Yet again, Dave 
Perry of Shiny 
sticks his fin- 
ger in the big 
Media pie. 


hiny EntertainmenL master of game/TV 
synergy has signed a deal that will put 
MDK 'm even more American homes, in 
the form of a computer animated TV show. The 
show is to be produced by Mainframe 
Entertainment, the people who brought you the 
excellent ReBoot The AfO/f characters are pretty 
dark, so it’ll be interesting to see 
how ttiis translates to the somewhat 
antiseptic world of television. 

Given Mainframe’s reputation 
for graphic excellence (they also did 
Beastwars), it’s a safe bet that the 
show will at least look unique. 

Earthworm Jim is still one of the 
best cartoon series around, but it 
never quite achieved the level of 
success of Teenage Mutant Ninja 


HowthehKAdrfthe 

game wM bs translated 
Into a caoipuiar 
aflbnated series ranoliis 
to be seen, but 
MainfranM can do R. 
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Bigger on tut big enoatJ en cart 


N intendo has released more shots an information on psrhaps the 
n«)st ffi^rtant new Nintendo 64 titl e — T Ma 64. I^e^rd^ 
rapMtjr nearing completion, ttianks l awelv Me iliii i inn ttnen- 
centrate on the cart version first. ZeldaJS44^lxires a lOTof new stuff, but 
features found in the previous games are-HMy to amuse 
players. The good neweds that the aWckens are back. 
Whacking chickens in Zelda made these fruiting 
puzzles so much easier to bear. Whenever you got 
mad^you could run into a cijpieken coorrand go 
berserk. ITyeu whack th etf n oo much 
gang of chickei^'wtttild come and kill you. 

That's enough chicken talk, though. 
Good news for those waiting for the 64 DD is 


The graphics are getUiig better and 
gam oeaiatainiptstlan. 


Ovaihead mews used f 

sniieTiilwfuwrllcB this hm^f 
In th e vil lag e . Start sma shing , 
thetarrets. 


N amco, the pre-eminent producer of arcade and PlayStation 
games has teamed up with Square to produce a new arcade 
fighting game. Called Ehrgeiz, the game is to be built around 
Namco’s System 12 hardware. System 12 is basically a fast PlayStation 
with extra RAM. The game development will be handled by Dream 
Factory, the sub-division of Square that brought you Tobal 1 and 2. 

The addition of Namco’s expertise in that arena should mean 
spectacular results. 

The game specs sound very similar to 
Wfd/a ftgftfef 3. Three buttons will 
control the action and the fighting are- 
nas will have varying vertical elevation, 
more so, in fact, than VFS. The game 


The new Square game uses shnlar 
button and teiTaIn layout to Saga’s 
IMua fi^gMer series. 


Will be officially unveiled at the 
upcoming Japanese Arcade 
Machine show in September — 
where we’ll get to see the charac- 
ters and action for the first ttme. A 
PlayStation conversion of the game is a distinct 
possibility, but there’s no official confirmation of this at time of 
going to press. 


tinic>s skioSmaiaie imW kitoa 30 

eBshoBnon^ Udth oven more spaee to 
satog Wui tniky sword. 


NO US Tobal B -"'but sanetMng better 


ttiat .&/<fe is stm oh target for that 
mach^ with more features, bigger 
tevels and a tamch of secretstuff that 
wBt h^Aiubt amaze and inspire us. 
Tlid isiiffie win also be-Gonqiatlble with 
the highly successful rumble ^;k. 


NHMCa HND S 


TERM 


UP 


NEWS 



In a recent interview with a Japanese magazine, 
Nintendo boss, Hiroshi Yamauchi has announced 
that he will be retiring by the year 2000. 
Speculation as to who might take over the com- 
pany that Yamauchi was so instrumental in 
building has been minimal, given that there are 
still a few years yet before he actually leaves. 

• 3Dfx recently announced that it has lost its 


development contract with Sega to create the 
videogame giant's next console. Instead, the 
contract now appears to have gone to competi- 
tor NEC’s PowerVR. 3Dfx is exploring its options 
including those of the legal variety regarding the 
termination of its contract. • A new Virtua 
Fighter 3 game has been announced for release 
in Japan. The new game is called Virtua Fighter 


3 Team Battie and will feature new moves, a 
team battle option and better character balanc- 
ing. • Bullfrog has confirmed that an expansion 
pack for its extremely popular Dungeon Keeper 
will be hitting shelves by Christmas. The pack 
will feature new levels, monsters, spells, traps 
and other features. • Square has announced 
that it will be working with Namco to bring a 


continued on pg lb 
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OPTIONS 


Rating Key 


0 

PREHEfl 


0 

STANDARD 

★★ 

e 

DEFICTENT 

★ 


e RATIffe: ★★★ 

PROKKT: V3 Racing Wlieel 

COMPANY; JnterAct Accessq^^ 

® SY^EM: N64 (also available for PlayStation) 

o“ PRICE: $69.99 


e RATING: ★★ 


PRODUCT: Virtual Gun 


9 COMP A NY: N uby 

o SYSTEM: PlayStaUon a nd Satufn~ 

e PRICE: $34.95 


s racing games flood the games mar- 
ket, peripheral manufacturers have 
been quick to follow suit by offering a 
dizzying array of steering wheel controllers. 
Though there are a number of high priced, 
(albeit high quality) controllers available for the 
PC market, many of the offerings available for 
home console users have been of a 
rather disappointing variety. 

The V3 Racing Wheel changes 
the status quo by offering numerous 
options, adjustable ergonomics, 
programmability, and quality 
construction at an attractive 
price. The wheel itself is auto- 
centering with 300 degrees of 
petaflon and features adjustable tilt 
angle and a telescoping height 
adjustment. Coupled with the option to 
secure the unit beneath your legs or to uti- 
lize the included suction cups for tabletop 
mounting, the V3 Racing Wheel just feels bet- 
ter than its competitors in terms of 
adjustabiiity and control. 

The programmability featores of ttte V3 
are quite extensive, with 18 buttons and a but- 
ton relocation function. A circular digital 
directional pad is even Included on the fece of 
the controller, which is nice for those occasions 
when a game utilizes the D-pad tor more than 
just steering input. The V3 is so simple to pro- 
gram that new settings can really be input on 
the fly and a non-volatile memory saves cus- 
tomized button configurations even when the 
unit is unplugged. Like the standard Nintendo 
controller, the V3 also comes with a built-in 
memory cartridge slot 

Considering all its features, the V3 Racing 
Wheel by itself would be a good value by itsetf, 
but in addition to the steering wheel, InterAct 
includes a separate spring-action foot pedal at 


no exba cost. The pedals are a feature that 
many of InterAct’s competitors either offer in a 
higher priced package or don’t offer at all. For 
the price, quality, and features, nothing really 
comes close to the V3 in the steering 
controller market. 



The feature-tadm V3 W'r 
Rachig Wh e e l from hrierAct 
Accessoftesis the prondne 
steering wheel cantniler 
Gurrently aveS^ile for the home 
console market. 




A few ergonomlG design flaws 
are the only (hawbactcs of the 
attractively priced, and opHon- 
loaded, Virtual Gun. 


nee upon a time, a light gun was a 
Q light gun, but competition in this field 
has picked up of late, as more and 
more companies offer their own take on 
this market. 

The Virtual Gun’s main selling points are 
the abundant options It offers the gamer. 

Among the features are a machine gun setting, 
three different speeds of auto fire, software 
timed auto reload, an ammo reload button and 
even an LED shooting effect on the side of the 
gun. One of the nice things about all these 
options is that the player can reload manually or 
auto reload up to 15 shots without ever having 
to point the gun away from the screen. A neat 
plug Uiat incorporates both the PlayStation and 
Sony inputs assures that there will never be any 
time wasted searching for a missing conversion 
plug. As for accuracy, the gun is neither extraor- 
dinary or sub-standard. It’s rare when a light 
gun is noticeably more accurate than any other 
model and the Virtual Gun can best be 
described as 'does the job’. 

Where the Virtual Gun does come up a lit- 
tle short is in the area of ergonomics. The gun 
itseif is a little nose heavy, which begins to 
become more and more noticeable the 
longer it is utilized. In addition, the 
reload and special buttons are situ- 
ated in an area that is not convenient 
for either the trigger hand or the free 
hand to access. 

An optional super scope and ammo 
reload pedal adds looks and some 
functionality to the unit, but requires 
spending a bit more money. As it is, the 
Virtual Gun is a functional peripheral with a nice 
array of features that, with a little more thought 
on layout and balance, could have been an 
exceptional product. 


. --L 




NEWS FEED continued from pg IS 


new fighter to the arcade. Namco has long admired Square for its mini-games 
that have been built into Final Fantasy VII. Details of the fighter are as yet 
unknown but some speculation has pointed to some form of Chocobo de 
Battle, the SGI-based fighter made as a demo for this year’s SIGGRAPH con- 
ference. • Saturn owners will be happy to hear that Konami is preparing a 
special version of Castlevania for their system. While currently only slated for 
release in Japan, the new game is supposed to have plenty of additional 


was particularly disappointing this year with only 37,100 attendees making 
the trek to Atlanta. These numbers are 35 percent lower than the prior year’s 
57,795. • StarFox has broken all sales records for its first week on the US 
market. Over 300,000 copies were sold in three days, breaking the previous 
record held by Mario 64 (210,00 copies). • Seta has finished development of 
an arcade board based upon the Nintendo 64 hardware. Development sys- 
tems for the so-called ALECK64 should be in the hands of Japanese 


^ twists and features that weren’t in the PlayStation version. • E3 attendance 

developers by the end of the year. There are no current plans for US based 


1 continuGd on pg 1 f' I 
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0 PRODUCT! Sc uba Virtua t Immersion Visor 
0 ' Ph|[ips Elecfronics 

0 ^STEM: Consoles and PC 
0' PRICE: ^29 9 '^ 

0 AvailaWe: AthQrtr. 

hilips’ Scuba is a 
virtual immersion 
visor designed for * 
use with next-generation 5SI 
game consoles and 
Muttimedia PCs, along with 
a variety of media sources, 
such as VCBs and DVD play--, 
ers. Basically, the Scuba 
serves as a a self-contained televi- 
sion display. The unit itself offers a ‘Big Scr 
gaming (or visual) experience with the Immersion 
part of the equation coming from the tact that the 
headset blocks out the users peripheral vision. The 
Scuba also offers dynamic stereo sound which 
enhances the overall experience. The unit itself is 
similar in function to Virtual iO headset ttiat debuted 
last year, but the Scuba’s $299 price point is con- 
siderably less than that unit. 


O PRO DUCT: P C Dash 
0 CdfPANY: Saitek' 


SYSTEM: 


PC 


PRICE: 




3tdQ 


Available 


new concept in game con- 
I “ trot technology, Saitek’s PC 
L_M_J Dash eliminates the need to 
memorize keyboard commaids. To use, 
players plug the PC Dash conb'oller into ttte 
keyboard port of a PC, insert a paper overlay, 
and swipe a bar code reader to immediately pro- 
gram up to 180 game commands. The PC Dash can 
be used in conjunction with joysticks, throttles, 
game pads, and steering wheels, or on its own with 
the built-in directional thumb pad and five pre-pro- 
grammed buttons. PC Dash cards will come with 
many software products ftom many major software 
companies, or the cards can be downloaded from 
the web or created by the user utilizing the 
Windows software that is provided. 


0 A vailable: 3rdQrtr. 


n occasion, the Options column will step 
away from strict gaming peripherals to 
cover an array of cool, new electronic 
gadgets. The EI-G90 digital camera from Pentax 
certainly fills the bill. For those not familiar wifli the 
technology, a digital camera functions just like a 
traditional photographic camera with the exception 
j that images are not recorded on film, but rather 
stored electronically on removable memory 
cards. Users can then download the 
images to their PCs to be used as dig- 
ital graphic documents on internet 
sites, for example, or to be printed 
out images on special photo quality 
printers. The EI-C90 is designed for 
ease of use by the user and a 
768x560 pixel resolution 
offers images of stunning 
: quality. Despite its compact 
size, the EI-C90 also features a 
detachable color LCD monitor allows 
for instant preview of images and a PC Card slot for 
Type 1 and II memory cards allows the user addi- 
tional storage space for images beyond the units 
already impressive 2MB internal memory. 


PRODUCT: The ROCK 


0 COnPANY: Nuby 


0 SYSTEM: N64 


0 PRICE: Sa.TS 


0, Available: SrdQrtr. 


eaturing a new one-leg ergonomic 
design for improved comfort. The ROCK 
is a basic controller for the Nintendo 64. 
Like the standard Nintendo pack-in controller, 
Nuby’s new offering features the six A, B, and G 
buttons on the controller’s face, along with a digital 
directional pad, analog joystick, L and R shoulder 
buttons, and a Z trigger button. A programmable 
version of the controller called The ROCK MASTER is 
also in the works. 



development for the system. • Nintendo, in conjunction with Paraguayan offi- 
cials, has made their second major crackdown on videogame counterfeiters 
in two weeks. The latest seizure stopped more than $2.6 million dollars of 
illegal game products from hitting the streets. • Following its failed merger 
with Sega, Banda! has signed an agreement with Nintendo to bring Its 
Tamagotchi v\rbia\ pet to the Nintendo 64. Already the Tamagotchi has 
already been released and has sold more than half a million units in Japan. 


tion. Said a spokesperson tor Psygnosis: ‘it has become industry convention 
to tag games with next year’s date to protect shelf life into the New Year. In 
order to avoid any confusion for the retailer or consumer, we have opted to go 
with Formula 1 : Championship Edition’, rather than dub a game with up-to- 
the-minute ‘97 stats as a 1998’ product. • Sega has completely canned all 
plans to roll-out the Net Link in Europe. The decision really isn’t much of a 
surprise given the lack of dial-up ISPs and the fact that there are service 
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NEVER UNDERESTIMATE 
THE POWER OF PLAYSTATION 





“The only NFL game good enough 
to put my name on it.” 

-Jimmy Johnson, Miami Dolphins 



imm 


Motivation, game tips, personnel 
assessment and post-game analysis 
from Jimmy Johnson. 


Coach’s Clipboard 


Create your own custom 
plays and save them 
on memory card. 


One-Step™ Play C allin 


Choosing your play is as simple 
as pressing a button. 


3-D Passing Interface 


An innovative interface 
provides precise control 
of passes and kicks. 


Fully Licensed 


Real NFL teams, logos and 
players with authentic play 
books and formations. 


Plus Customize Players and 
Teams, General Manager Mode, 
and Adjustable Real-Time Camera 
Movement Before the Snap. 

“There is so much more in my 
game... so get a move-on and 
check it out for yourself ! ” 
-jimmy Johnson 
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© 1 997 Interplay Productions. All rights reserved. VR Sports, VR Football and The Difference Is Real are trademarks of Interplay Productions, All rights reserved. Exclusively licensed and distributed by Interplay Productions. 
Developed by Padded Cell Studios, a subdivision of Game Tek, Inc. Jimmy Johnson is a trademark of Golden Cane Enterprises, The NFL shield design is a registered trademark of the National Football League. TM/© 1997 NFLP. 




Back-to-Back Super Bowl Championships 
Four -Time NFL “Coach of the Year” 

36 Consecutive NCAA Victories 




Start Taking Notes. 
October 1997 


Team names, nicknames, logos and other indicia are trademarks of the teams indicated. Officially Licensed Product of the NFL Pfayers. © 1997 PLAYERS INC. The PLAYERS INC. logo is an official trademark of fhe Nafional 
Foofball League Players. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. All rights reserved. All other copyrights and trademarks are the property of their respective owners. 
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WIRETHP 


Hare are a feu notes from 
the underground... Load them 
at your leisure... 


Ridge Racer and 

Tekken for Nintendo LHf 


NEC and Sega 
Super Team 


W ith Namco finally jumping 
on to the Nintendo 64 
bandwagon by becoming a 
Nintendo licensee, speculation regarding 
the titles that will appear on the system 
has been running rampant. Namco Itself 
has been almost totally silent on the mat- 
ter. The first title that has been 
announced for Nintendo 64 Is a simple 
3D baseball game called Famistar64, but 

other than that, there 
has been no 

t concrete 


The addition of texture fil- 
tering could do wonders 
for the RUge fiacer series. 


Imagine Nina or 
Michelle In 64-blt 
gaming goodness. 

announcement. 

Some sources have indicated that Namco 
has been testing the Nintendo hardware to see If 
it could handle a detailed version of 
Tekken. Those same sources have 
Indicated it would not be a direct 
translation of Tekken 1 or 2, but 
would add some new elements to 
the game. Other sources have 
hinted at similar rumors regarding 
a version of Ridge Racer, but again, 
Namco has been unable to confirm. 


Do You Voodoo Ef 


T he so-called Voodoo 2 chipset is sup- 
posed to provide twice the current 
performance of the 3Dfx board cur- 
rently on the market. To make matters even 
more interesting, sources have Indicated that 
Instead of the current 2MB of texture RAM, the 
new boards will have 4MB providing developers 
with more possible texture variation. According 
to sources, the new chipsets should be in use by 
this Christmas. 

3Dfx has additional plans In the form of Its 
Banshee chipset which Is supposed to provide 
an even higher level of performance (more than 
4X current boards) while also providing 2D capa- 


Woohoo! Double the 
framerate tor GL 
Ouake would rock! 

bllltles. Banshee products aren’t expected to be 
seen on the market until later In the first quarter 
of 1998. Price points for both products are likely 
to vary from OEM to OEM, but they are expected 
to be within the range of current offerings. At 
such prices, 3Dfx would easily surpass most 
boards on the horizon in performance. 


ROWER VR 


ame 
Industry 
pundits 

have speculated 
that Sega choose 
NEC and PowerVR 
because of NEC's 
strength In manu- 
facturing and in 
other facets of 
electronics. It is 
conceivable that 
Sega will be getting 

NEC to provide extremely cheap RAM, DVD 
drives and other components as well as han- 
dling the actual manufacturing of the system. 
While Sega has remained characteristically 
coy about the system, sources close to the 
company have Indicated that this situation Is 
Indeed quite likely. A spokesperson for Sega 
confirmed that the decision to can 3Dfx’s con- 
tract was 'not because of any cost or 
performance Issues', leading analysts to 
believe that NEC was bringing more to the 
table than Just the PowerVR architecture. 

NEC has been out of the console market In 
the US for nearly five years (since the Turbo 
Duo) and the company has been looking for 
an excuse to break back in. If Sega offered 
NEC a cut of the action In Its next console (as 
some sources have speculated), the combina- 
tion of Sega, NEC, VIdeologIc and Microsoft 
may well prove to be a formidable force In the 
Industry again. 


BITS ^ 

St BYTES 




• txraking Glass is allegedly in the process of a 
merger with an as-yet-unknown company. 

Looking Glass has reportedly been seeking a ps 
ner for additional capitel for at ieast the last ye 
While the exact company that is merging with 
Looking Glass is unknown, sources have indicated : 
that it Is not a company foat is associated specifil 


It is known that 

Square is working with Namco on a new arcade 
fighter that will use Namco’s System 22 board. 

■ Details surrounding the nature of the fighter are 
completely unknown. But speculation has pointed 
2 to the possibility of the game being Chocobo de 
Battle, a fighting game made for the SGI Onyx by 


Square as a part of a graphics demo for SIG 


1 Apple’s recent deposition of Gil 
r Anieiio m GEO, rumors have indicated that Apple 
I founder, Steve Jobs, may be rising back to power. 
Jobs has already been serving in an advisory 
[ capacity for the past several monUis. Time will tell 
f he actually decides to take the reins again. 
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IiIeET riAIMEA* 
She'll break 

YOUR HEART. 
Crush YOUR BOHES. 
KjcicYou inTo 

A LAVA PIT 

Theh she'll sheer 

ATYOURWEAPOa 


(Ano she's onE of the nicE ohesJ 


Its Mice - Tie Dirk Age. The most griphiallg stunning 3D pghting gime to 
ever come home. In fict, Next Cenenlion SAys,'Mice is well on its wig to being 
the best 3-D fighting gime for Nintendo 04'“." There are 10 deith-seeking 
idversAiies, two devilishly diffbit bosses and seven hidden chiricters. Eich one 
with A deidly weApn or two And so mAny moves And combos thit youfi need a 
high pAin threshold just to WAtch. A word to the wise! if you're getting your fice 
kicked in, we suggest you hit the 3-D Dodge Button - it might just SAve your butt. 
Not to mention your life. 


EVERYTHiHG'S A WEAPOa 


Mace - The Dark Age"^1997 Atari Games Gorp. All rights 
reserved- Midway is a registered trademark of Midway Gamesinc. 
Mace - The Dark Age and all character names are trademarks of 
Atari Games Corp, Distributed by Midway Home Entertainment Inc. 
under license. Nintendo, Nintendo 64 and the 3-D “N" logo are 
trademarks of Nintendo of America Inc. ©1997 Nintendo of 
America Inc. PlayStation and the PlayStabon logos are trademarks 
of Sony Computer Entertainment Inc. 
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set at extreme, an airframe vehicle can 
get blown right off the course, and with 
the fog set at extreme, you can’t even 
see your hand in front of your face. 

continued on page 26 


Nintendo 64’s mip-mapping feature for 
the first time. Essentially, mip-mapping 
keeps textures from fluttering and gets 
rid of some of the blurriness other N64 
titles have suffered from. 

The original three tracks are here 
in their entirety, Including all of the 
whacked out shortcuts. However, for the 
home version, Atari Games has designed 
three completely new tracks, each one 
featuring an even greater variety of 
shortcuts than the original tracks. Also 
added for the home version is a circuit 
mode, where you have to race through 
the 24 different track set-ups. There are 
six tracks which are reversed (12), mir- 
rored (18), and mitrored/reversed (24). 
Normally reversed and mirrored tracks 
shouldn’t even count as extra tracks, but 
the terrain and short-cuts in SF Rush 
really make the tracks race completely 
different in reverse. 

The game has a total of five diffi- 
culty levels, which affect the 
aggressiveness of the drones and the 
speed on the check- ^ ^ 'gi 

points. And for ^ ■ 

even more 
a challenge, 
you can 
adjust the fog 
and wind on 
any track. 

With the wind 


T he Nintendo 64 has been out 
for nearly a year now, and it 
still lacks a quality racing 
game. Mario Kart is a cutesy racer with 
some four-player replay value, 
Cruisin’ USA just plain 
sucks, and Multi- 
Racing 

V Championship is 

\ no better than 
1 average. This is 
I ail about to 
I change, as 
I Midway and 
/ Atari Games join 
f together to create 
the best racing 
game on the N64. 

San Francisco 
Rush was developed for the arcades by 
Atari Games and achieved a large fol- 
lowing. The adrenaline-pumped arcade 
game had three tracks to race through, 
over, and around. The crisp graphics and 
top speed were made possible using an 
arcade board based on the 3DFX Voodoo 
chipset. Now Atari Games is attempting 
to bring the Rush home. 

The Nintendo 64 version isn’t quite 
up to par, graphically at least, with the 
arcade, but it still looks better than any 
racing game for a home system, by far. 
Whaf s more is that the develop- 
ers at Atari Games have 
' found a way to 

^ggSpMsii^,: use the 


speed 

rhentheM64 

jusr 

aneuJ 


Talk about zaro visibilltyl Turn the tog to 
exirenie and try to navigate through 
the course. 


With the wind on 
extreme, the cars get 
blown off course like 
this, adding even 
more challenge to 
the tracks. 


if Iff iff 


■I Ilf 


unuttiit ni 



/k.V 


t’/ I'.v, •’ 

,v 




beujare oF rhe iagg 







Ed Logg started working 
for Atari arcades many 
moons ago and has cre- 
ated such classics as 
GaunUet, Asteroids, and 
Centipede, along with 
many other Atari classics. 
The last game he worked 
on was Wayne Gretzky 64 
and now he and his team 
are tackling the SF Rush 
project. His track record, 
knowledge, and skill 
places him at the very top 
of the industry. Ultra GP 
was fortunate enough to 
sit down with Ed and get 
the full scoop on Rush, 
the N64, and game design 
in general. 


Ed Logg: One of the 
biggest obstacles we had 
to overcome was the lack 
of RAM for textures. An 
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arcade machine has as 
much RAM as you want, 
but the N64 and its cart 
format really limits how 
much you can fit in. To get 
around the texture prob- 
lem, we had to use tons of 
smaller textures to create 
the buildings and tracks. 


Ultra GP: How about the 
polygonsTwere you able 
to match 
up with the 
arcade? 


In the death match, one 
crash like this costs you 
the race. Our suggestion is 
to take it slow and avoid 
the shortcuts. 


Ultra GP: It must be a bit 
different converting an 
arcade game for the 
home. What are some of 
the problems or advan* 
tages youhra run into 
wtthSF/lusft? 


Ed: We had 
take out 
some of the 
geometry in 
the cars and 
tracks in 
order to 
maintain a 
frame -rate 
of 30 
frames per 

second. Another problem 
we couldn’t overcome is 
the resolution of the 
arcade game, which is 
much higher than the N64 
version. We could have 
used the hi-res mode of 
the N64, but then the 
frame-rate would’ve 
dropped dramatically and 
we would’ve had to use 
less textures as well. 



Ed: The biggest problem 
with taking a racing game 
home is that the N64 
doesn’t come with a force- 
feedback steering wheel 
and cabinet. Therefore, 
getting the control of the 
car to feel like a car is the 
most difficult part. By 
using the rumble pack 
and our eight point driving 
model, we have been able 
to give SFRushXhe right 
feel. 


Ultra GP: Would you 
pleaso explain the eight 
point driving model? 


Ed: Most racing games 
have a two point driving 
model, where the cars 
turn on a single axis. In 
San Francisco Rush, It is 
crucial that the car is 
affected by hills, wind, 
other cars, curbs, and 
anything thing else you 
may drive over. With the 
eight point driving model, 
we are able to give the 
player complete control. 
You’ll also notice that our 
cars don’t go into some 
canned crash scene. 


: 1*3^: ■ Twa 




Instead, they react realisti- 
cally to what they hit, 
meaning no two crashes 
are exactly the same. 


Ultra GP: Did you find 
any advantages to mak- 
ing a game for the home, 
rather than the arcade? 


Ultra GP: Did you have to 
make any sacrifices in 
thegameplay? 


Ed: Because arcade 
games are made for 20 to 
60 seconds of play, it is 
impossible to explore the 
depth needed for a great 
game. However, the home 
versions needed to have 
much more replay value. 

I think we’ve achieved this 
by adding a number of 
tracks, secrets, and 
game modes. 


Ultra GP: This is your 
second Nkrtondo 64 
game. Have you found 
out any new tricks this 
time around? 


Ed: Oh yeah, we were still 
trying to come to grips 
with the N64 when we 
made Gretzky 64. In Rush, 
we’re getting much better 
performance with faster 
frame-rates and more 
geometry. But the biggest 
technical achievement has 
to be mip-mapping. As far 
as I know, no other N64 
game has been able to use 
the mip-mapping. It’s just 
been added for this ver- 
sion and it really takes 
care of that blurry look 
most N64 games have. I 
also got a chance to use 
the Rumble Pak, which is 
extremely easy to program 
for and it helps add to the 
game as well. 
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continued from page 24 

Gamepiay modes include a two-player 
split-screen and a death-match. The 
two-player spttfscreen is multi-player 
madness and the ability to go through a 
circuit (or season) with two players is a 
completely new feature for racing 
games. The death-match is a race like 
any other, except that one crash means 
defeat. In other words, it’s a last- man- 
standing wins, and on the insane 
tracks of SF Rush, that ain’t easy. 

The game is an excellent 
application for Nintendo’s Rumble Pak, 
which vibrates whenever you make a 
hard turn, crash, or land. However, 
there is no extra, secret, or extra bits of 
anything that make SF Rush a great 
game. What makes SF Rush a great 
game Is that It is pure, raw, unadulter- 
ated fun. 

The game is also coming for the 
PlayStation and PC around Christmas 


time. The PC version uses 30FX, looks 
identical to the arcade version, and 
features up to eight-player network 
play. The PlayStation version is being 
done in the UK by an Independent 
developer, and we’ve yet to see how 
the game looks, but we are guessing it 
won’t be up to the high-standard set by 
the N64 version. However, as long as 
the gamepiay is kept intact, then SF 
Rush is going to be a joy on 
any system. 
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Nintendo 64 November 

PC (3DFX) December 

PlayStation December 
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San Francisco is the ideal location for a 
racing game of this nature because of 
the amazing hills, land marks, and 
enery . It’s also quite handy that we 
;_San Francisco, 
lis SfinBteiome of the 


tracks and shortcuts in SF Rush, along 
with our ’real’ SF Rush. The one thing 
we found out was that traffic and cops 
really ruin the Rush experience and 
that it’s a lot more fun on the N64 than 
in Mike’s Jeep Wrangler. 


■K: In the game, you < 
worid famous Lombard I 
have to wait In line behl 
make your way down < 
More fun In the game. 


simply fly right over 
SSUBL' In reality, you 
tourists, than gently 
winding road. Vefdict; 

I I 


1 One of San Francisco’s most beauti* 
ful landmarks is The Palace Of Fine 
Arts. It is recreated quite nicely for the 
game. 2 We drove past it as well, but 
were more interested in the cute jog- 
gers by the Marina. 


3 One of the many shortcuts involves 
this bumpy ride past ’Big Friend’. 

4 We didn’t venture through that short 
cut for fear of the radiation the tower 
gives out (you see, Trent Ward lived 
there for a year and now his hair is 
blue... honest... ). 
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conspicuously abssnt 

In our tour of San Francisco, we found several locations that really should have 
been in the game, but were somehow left out. 


A. Bill’s Burgers and Bill’s 
Barbers are Just two of our own 
BUI Donohue’s many franchises 
that blanket the Bay Area (pro Up: 
lay off the Late Editor BBQ 
Burger) B. The Mitchell Brother’s 
O’Farrell Theatre Is a world 
renowned establishment for, 
uhhh... dancing. C. Mike Salmon’s 
apartment building. For the 
amount of rent he pays. It should 
be in every game. 


him 


7 Situated at the top of North Beach, 
Coit Tower is another San Francisco 
originai. 8 By this time in our trip, Mike 
needed a drink, so we headed to the 
comer bar (O’Farreli Sports Bar), 
instead. 




9 The Chinatown short-cut takes some 
jH great time off your game. 10 in reaiity, 
Htl China town smeiis of week-oid refuse, 
- vv. is loaded with tourists, and provides a 
_ shortcut to nowhere. 
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Ed Logg and his team of developers have 
created three entirely new tracks for the 
home versions. The tracks are in the same 
spirit as the original and feature even more 
radical shortcuts. 


One of the new 
tracks features a 
wicked shortcut 
through Fort 
Mason. Possibly 
the toughest 
shortcut in 
the game. 


Then, for the 
reaiiy skiiied, you 
have to go 
through this aiiey 
for an insane 
Jump. Getting It 
Just right is 
near impossible. 


Eventually you 
land somewhere 
in the Marina... 
awesome! Now 
you can 

Rollerblade and 
have a Vanilla 
Coke at 

Johnny Rockets 
with your very 
best girl. 


Driving through 
the hills of the 
coast Is another 
setting in one of 
the new tracks 
(that building to 
the left Is a 
seafood restau- 
rant called the 
Cliff House). 


Muni buses litter 
the streets in this 
new track and 
cause all kinds of 
problems by being 
big and In the 
way. They also do 
this in real life. 
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battlegrounds. The exhila- 
ration of climbing over boul- 
ders and ripping through 
streams. The joyous feel- 
ing of riding and guiding 
your missiles straight into 
enemy targets. Not to men- 
tion the beautiful sound of 
your arsenal blowing away 
tanks and downing heli- 
copters in head-to-head 


combat. You better fasten 
your military-i^pseat 
belts, yoy’re tft for the 
adrenaline rush of your life. 
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NOW, WAYNE GRETZKY CAN FACE 
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moves and cunning and put them ri^ into Gretzky's '98 3D Hockey, its not just a game. Its an 
NHL war zone, with active trading player stat cards and a new, advanced simulation mode that even 
the real Gretzky could have a hard time beating. Wanna piece of it? Get in line. It’s hittin' the ice in November. 


C^KUDWAX 


J 

NHLPA 


PloyStdtion 










• here’s nothing like 
Halloween to bring 
out the monster in 
our previews sec- 
tion. We get so many 
games at this time of the year, 
that this section seems to take 
on a life of its own. Not that we 
mind. Hell, we like a good ram- 
page as much as the next 
Ifansylvanian village does. In 
fact, there are times around here 
when we’ll gather up all our old 
farm implements, light a few 
dozen torches and mob our way 
down to Chris Slate’s new office, 
where the Evil One himself, 
resplendent in his Purple Cape, 
will hold us at bay until we 
stake him... well, actually, it’s 
until we Big Mac him. One of 
those and an order of fries will 
usually end Chris’ reign of evil. 
Anyway, enjoy the previews. 

Now if we Just had some way to 
control Frank... 
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O ur preview of Metal Gear Solid 
last month apparently got some 
drooling started. We’ve had more 
E-mails about this than almost any other 
PlayStation game. Why? Because It looks so 
darned good. It’s not Just the graphics 
(which are quite exceptional), but the overall 
style the game exudes. It looks 
exactly like what it’s supposed 
to be — a dark, exciting and 
suspense-filled adventure. 

So dark, in fact, that it’ll make 
Resident Evil tans nervous. 

Playing the part of Liquid I 
Snake, you have to enter and B 
destroy the secret base of BA v. 
Solid Snake — the bad guy. 

The names will be 

changed for the US ^i pWllIBWPt j 
release of the game. At 
the moment. Solid 

Snake may be changed to ’Ninja’, ^ 
which is actually Just as lame. The game 
however, is far from lame. In 
fact, it could be one of 
^ V exciting 

— ^ IL 1 Christmas prospects. 

Like Go/deneye for 

^ '"IP action game, but the addition 
of espionage adds a huge 
, level of depth to the fun. There 
b are similarities to Metal Gear 

L>b oiight 

remember the smash hit 
from medieval 8 bit days), 
but most of these are 
obscured by 
pyrotechnics and 
"Ah ^ 41 completely real 

1 more than a 


sysmi: PuyStation 


pubusher: KoNAm 


KVELOpac Kowm 


Ths most 
■agvriy 
awaitvd 
PlayStation 
gamo of all? 


sequel - it’s the complete ' 
j evolution of a genre. 

Plant explosives, 
sneak up on enemies, or get 
involved in straight-out fire- 
fights — it’s up to you. There 
are many ways to play the 
game, but a balance of strength 
and stealth Is your ultimate aim. 
Konami Is also working on another, similar 
title for the N64 called Hybrid Heaven. 
Again, it’ll feature real time 3D with a slight 
RPG twist. 

After the beautiful /SS Soccer and the 
colorful and addictive PoyPoy, Konami 
seems to be right back on track. Should be 
an exciting year for them, with lots of really 
great ytles. 


Mknm... dark and moody, with 
little iHlglit spots of light.. 


FOX HOUND 


1>: One of the key areas for any game 
is how well stuff blows up. As you can 
see, stuff tends to blow up real good in 
Metal Gear Solid. 

3 Since the game takes place in snowy 
northern wastes, you actually get to 
see characters’ breath condense. 


Metal Gear Solid 
might win awards for 
having the darkest 
graphics ever seen in 
a game — and the 
darkest atmosphere. 


1 It’s amazing how well thse armor 
suit guys dance when you start 
shooting at their feet. 

2 Trying to evade detection is half 
the battle. Once spotted, you can be 
a sitting duck. 
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PlayStation 


It’s one thing to take a bullet like a man but how does 
one take 3-foot long, razor sharp seissors? How will 
you avert deeapitation and keep your entrails from 
spilling out over the kitehen floor? This will surely he 
your fate unless you ean outwit Norway's most lethal 
killer-Scissorman. You'll have to become a master of 
stealth and deception to avoid being cut to ribbons in 
this blood-soaked horror adventure. 

Five playable characters and ten different endings 
for super-extended reitlay value. 

Amazingly detailed, horrific graphics and 
special effects. 

Bone-chilling sound effects. 

So grab your copy of Clock Tower™, 

; turn out tbe lights, and pray. 


rf rn 


©fW III M\S CORPOlUTION. \li Rights Rfser\«l. .VSCIl Fiuertaiumeiil, ClockTower and the Clwk Tower logo are trademarks t)f VSCII FnlenaiiiiuentSoftware. 
Inc. P!a\Siaiion and the PknSlaiion logo aiv trademarks of Sony Computer Fmenaitmteiu Inc. 'The ratings icon is a trademark of the liueracthe Digitiil Software 
\ssocialion. .\ll other hraiui and itrodtici names are inidemarks or registered trademarks of their re.spective holders. 
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Our hero finds himself in a world filled 
with falling objects and exploding 
scenery. Platform puzzles are as 
complicated and difficult as any true 
platform game. With each level, the 
pace of the game changes dramatically. 
Slow, careful Jumping could be replaced 
with frantic blasting and running. 


! TiMbWGW does the 
ich House! 


by rocky 


BuririiraqiWilla 


sgitn; PuvStatiw ' . ' 

FUaJSHBg ASC - 

cEVELOPEs: Visual Concots 

release bate; FALl Ifia 


VM 




systems: PuyStahon 


publisher: Universal IWERAaivE 


developer: Blue Shift 


RELEASE date: FALL lTi7 


niversai Interactive's Running 
Wild is one of the rare titles these 
days not to feature first person 
blasting, or third person 30 platforming. As 
a matter of fact, It manages to cross genres 
in an interesting and amusing way. You 
take elements of Mario Kart, WipEout XL 
and Sonic The Hedgehog, cook them over 
a slow heat for two hours, and you 
might get something that approaches 
Running Wild. 

Graphically speaking. Running Wild 
sits firmly in the new wave of PlayStation 
30. It’s solid, fully texture-mapped and 
more colorful than Timothy Leary’s mind. 
Running Wild is a polished piece of 
software, featuring all the thingsi, , 
you’ve come to expectfrom a race 
well as features you ^ht 
better expect from a^|^rtform game. 
There is a two pldye^lit-screen option 
— a racing game v %il(t be l acking with- 
out one — antflt’^^SP 

PlayStaUgn fans are still short 
of a Mario Kart done, and 
Running Mf/cf goes some way 
redressing that balance. The 
. battle Tef supremacy in the 
two player f^^"|plnmediately addictive 
rs pull it off, it’ll be 
latic and fun racing 
iBie PlayStation. 


R i^e management: teachers are 
veryligpiiliar with the concept. 
Crowds gf screaming, surly 
teenagers can mate anyone snap. The hero 
of One has completely snapped and he 
never taught a class in his life. Why is he so 
mad? A futuristic corporation intent on sup- 
pressing the people? A mad^lientist 
planning to destroy the world? Ah,|vil 
government conducting evil expenftents? 
Doesn’t matter. What does matter is that 
this is the biowingest-up game ever made 
for PlayStation. 

A bold claim, but One lives up to it. 

Best described as an update of Super 
Contra, this lets you run through a Blade 
fli/nner-style future world, blastirtg the hell 
out of everything and anyone you seefwhile 
avoiding missiles, leaping chasmS and gen- 
eralljf saving your own ass. 

the gameplay »far from complicated, 
but some of the levels are. One will test your 
marksmanship as well as yourlumping 
skills, with vanishing platforms, falling back- 
grounds an^ exploding floors. Add to that 

napalm-firing boss monsters and youim^ 

starting to get the idea. Until it’s finished, vie ’ 
can’t say how One will actually play, butwe , 
can tell you it has some of the best iooking 
graphics on the PlayStation. 


■fWEg*** ’VT.K'i* 


A split screen play mode is an essen- 
tial part of the game. Racing against 
another player is what it’s all about. 

' The colorlul graphics are matched by 
equally dazzling gameplay features. 

' Goodies are scattered along the 
course, just like in Super Mario Kart. 
Knowing when to use them is more 
important than finding them. 


htstp: //www.ul tragp.com 
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1 Poe win be dressing up... uh, 
down... as this character in the fin- 
ished game. Plus, she wrote a song 
for the soundtrack. 

2 The digital cut-scenes maintain 
the dark look of the game and show- 
case Bruce’s wide range of acting. 


^ A 


1 Apparently this is the scene where 
you have to chase down Bruce, give 
him a noogie, and make him say 
‘Uncle’. 2 The rooftop level is a perfect 
location for cop/buddy antics, like 
jumping from roof to roof. 3 The 
dynamic camera gives the game a 
totally different look from scene 
to scene. 
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SYSTOT PUySTAHON 


piais«K Activision 


EEvaofCN: Activision 


RaEASE BATt: NOVEMBER "17 


Rnd who Baid 
you can*t: buy 
frivnds? 


T hose of you who have been pay- 
ing attention to our ongoing 
coverage of Apocalypse wili 
know that it’s set in a dark future where 
Science and Religion vie for power. Of 
course, there Is an evil madman known only 
as *1116 Reverend’, who has taken it upon 
himself to release the Four Horseman of the 
Apocalypse to torch the earth. Guess what? 
Only you and your virtual buddy (Trey 
Kincaid) can stop the madness. 

While the story is typical videogame 
tare, the way it is delivered is somewhat 
new. Activision has unloaded trucks full of 
money to get Bruce Willis to be your pal. 
He’s your your wisecracking sidekick and 
his charai^r will be used to convey the 
story and help with the game. 

Word from the developers is that, 'He’s quite 
a character at ‘this point. Sometimes he 
/nakes yoti so mad, you want to shoot him 
^h1(^of course, yoij can’t); other times, 
it’s like he’s your best buddy.’. If 
the budd)|^haracter works 
as good as promised, ,, 
then ApocaAp^Will 
truly be a revelil 
tion, comblhini 
the t#st parts- 
ofvidergames 
ind bu<Hy 
action movi^ 
into one thrill- 
packed ride. 

However, our 
fear is that it 
wi^’tworkoutas 
nice as planned and 
Bruce will just be annoy- 
ing. We’ll have to wait and 
see. 

Bruce also appears in the digital 
cut-scenes that help move the story 
along. The scenes were created by the 
developers at Activision and it gave 
them a chance to cBrect a mega 
Hollywood star. 

The latest rev of the game has 
started to showcase some of the nastier 


The lighting and detail hi the 
envtronmsnts is very hngressive. 


new weapons and the accompanying 
effects. One such weapon is the 

flamethrower, which lights up the 
screen with a blaze of flames. 

We’re also starting to see a much 
betteryariety in the environ- 
ments, with each level 
possessing Its own style. 




□ men 



http: //www.ultragp.com 


ULTRA 












ftaso^' 


PC Champ 


As beautiful as Formula 1 


system: PuyStatiok, PC 

pubusher: Psygnosis 


developer: Bizarre Creahons 


RELEASE date: OaOBER 




The champ’s 
back and he 
never looked 
so good... 


n ULTRA award winner, and one 
of the best racing games ever, 
Formula 1 wowed everyone last 
year with the quality of its gameplay and its 
high quaiity PiayStation graphics. Frankly, 
no one thought that the PlayStation could 
handle a game with so much graphi- 
cal detail and content at the time. 

Well, if you were blown away 
last year, sign that last will 
and testament now, because 
Formula 1 Championship 
Edition is about to knock 
you dead. 

Slated for the sequel 
are high-resolution graphics 
that still manage to run at a 
blistering SOfps. There will be 
eight different viewpoints, 
including a full cockpit view. There 
will also be a greater distinction between 
the Arcade and Grand Prix simulation mode 
and the game will boast an even more 
advanced physics model. Unlikf last year's 
game, which utilized the previiiis,y^'s st^ll’ 
toffcs, fiwTOo/a 1 CE will feature stetisticd^'*' " 
basptf on the current 1 997 seasoi^wfM '* 
haSD't evenj^ncluded yet) for unprec# 
deil^a reaJism, and all 1 6 qf the tracks on 
the current circuit will bejvailable. 

The computer i^^lsoreceiv^ 
major ref^vidtti earSf^^er possess^a 
distinct personality and each car possessing 
an unique an^^Iistic performed 
signature, which tneans that computer-con- 
trolled cap low are susceptible to crashing, 
mei^^llal plures, and mistakes, whereas 
last year’s c% would continue flawlessly 
inamic weather 

r challenge ele- 
ment, us 

levgjsofinuiiwfty : 'I 

to fiiiffwfa i siftetiaii' 

Cars'inw becbiMlaiibDrM Ift 
sions and «SA <iicitain » widarivllijljf 
damage to^c tmAtote n more ititnor 


around the ti| 
conditions aii 


AUSi 7 

BENETTON RENAULT 


iTAOHEUER OfRctal Timing 


Evidently, the guy who previewed 
this game didn’t know squat about 
driving a racing car. You have to 
admit, though, that he really knows 
how to run up his insurance rates! 

We really need to find out who wrote 
this preview, so that none of us ever 
make the mistake of carpooling with 
this guy! 


Here at UGP, weli test these 
engines to death, so you’ll never 
have to call a tow truck again! 

We ran this engine at high 
speeds for over 300 miles before 
we realized that we forgot to put 
oil in it... Doh! 


Championship Edition is on the 
PlayStation, the PC version takes 
the graphics to a higher level. A 3D 
graphics accelerator card will 
be mandatory. 


Improved Al means that it 
won’t be as easy as last 
year to blast through the 
field of drivers. 


excitement and Intep 
sitytbs^t^B^M^aEleLlo the game now 
reives whateyor sterile atmo.sphere last 
1 jeer’s gamp had.: 

" Oth^new fedtstes include 
soundjpnd nije^ miW cnnmentary with 
muj^ie anaoun^yi and extended scnptSi^' 
radio, a'Tr<jMg Mode with race- 
M^i^^^j^^#^tailed telemetty, more 
che6lBiiaMil1<niiFme hidden tracks. How 
can a g'^gartie bocoi^ even better? UGP 
thinks we’re aboi^fiHgid out. 

*. , • ' V' 
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gsgns PUY^-ATION, P C 

pua!lsHERi Crystal PwAfgcs 

developer: Crystal BwAmcs-' 

RELEASE wife Noveuber . 



Su knoWj last year’s surprise 
hit, Pandemonium, featured 
tight ebntrols, Ipsh, layered 
graphics, and twdchangeable characters. 
This yeai^ sequel will showcase mucli of 
the same, along with some subtle, new 
features. Aside from Nikki’s newly enf)ance(| 
‘attributed (heavily highlighted in the ^ * ' 
opening dnemd thanks to a stylish IKtIe ~ 
crbp-topj, there’ll be a few new movlp to - 
master, licluding a grappleihang, an^ 
pull-up rhaneuver that pays^omage to 
Tomb Raider. i * 

The 3D backgrounds and visualslire 
just as lovely and deep as;ever, with thp 
'addition of multiple paths^nd new items to 
collect. Still track-based during the actual 
gameplay, you will novyS able tqi guide 
Nikki or Fergus along different routes to 
reach newer heights or lower lows. With 
only a very early playabid versiorfof the , 7 
game available to us, wejiave yet to see 
about weapons, enemie^ and game length f 
in Pandemonium 2, but there should'be 
more than enough to entice originaT 
Pandemonium lovers antfinewer 32-bit con-- 
verts to give the sequel atry when it arrives 
in stores this fall. 5 




1 The level select arena doesn’t seem to 
have changed much from the first 
Pandemonium. 2 The spiderweb high- 
jump is still intact for the sequel, 
promising some lofty multiple paths. 

3 Apparently, Nikki is going through her 
rock ‘n’ roll, punkette, ‘I’ll bare my midriff 
as I please’ phase. 




iga-OPER: Rj 


With plenty of weapons, 
these pirate ships are : ^ 
realty to rock. 


'w. 


The graphics aren’t astounding, but 
they’re extremely clean and the effects 
are nice. 

The multi-player game puts the pirate 
boats in a scaling battle arena. 

Lots of secret areas and tricky 
passages give the one-player game 
plenty of platform qualities. 


Y o, ho, ho and a bottle of rum! 

No, that's not Bill at Christmas 
(although it is disturbingly simi- 
lar), it’s the long awaited pirate game,- ' 
Psygnosis Iras b|en showing off several 
impressive tltlff^, but the game which could 
be the most fun is Overboard. 

This top-down pirate boat adventure 
itures a se^ral different games in one. 


Thff one-player gamff slowly introduces the 
player to all the vywders of a pirate ship and 
”^en send^fgmon a yiolent journey over 
-fhe seven leas. Along the way 
'* you encounter enemy ships, 

.. ports, and insane traps. 

; What’s even more inter- 
esting is the 
multi-player game 
that features up |o 
four players in a 
Bomberman-Uke 
showdown. The dif- 
ferent weapons and 
play balance give the 
multi-player game tons of 
life, and a game we are cer- 
tain to be playing around the office 
for quite a while to come. However, the one- 
player game is quite entertaining as well, so 
keep an eye out for Overboard and you won’t 
be sorry. 


Ahh, If the pirates had only 
been aimed 
they would have 
been dangerous. 


M 




OMertbeara 
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1 Tunnels like this give Crash a 
chance to escape from the fear- 
some polar bear. 2 Of course, 
when the Papa Bear can’t reach 
Crash, he always has his arsenal 
of snowballs to chuck at him. 






SYSTEMS PUYSTATION 


pubusher: SCE 


developer: NAUGKrY|J)0g4iMIVEM. 


RELEASE date: NOVEMBER 


...and now, 
the rest of 
the story 










his month, in our continuing cov- 
erage of Crash 2, we run down 
the compiete story behind the 
sequei. We aiso have screen shots of some 
of the new ieveis. 

Thrown from the seat of his mechani- 
cai flying machine at the end of Crash 1, 
Cortex piummets to the ground, faiis through 
it, and finds himseif in a mysterious Cavern, 
where he finds a mysterious red crystai. He* 
decides to take the crystai to his iab for 
study. After serious examination. Cortex dis- 
covers that Crystais can be used to focus 
iarge quantities of soiar energy and that the 
one he found can be used to focus the 
power of smaiier Crystais. He has aiso dis- 
covered that a unique aiigning of stars 
throughout the universe wiii create a rare 
flux of soiar energy throughout our SoiEp 
System. Cortex intends to use the 
Crystais to harness that energy, 
and use it to power up the 
Cortex Vortex, knowing that, 
with that much power, he 
could zap the entire world in 
one fell swoop. 

So, Cortex seeks out 
his old friend and 
schoolmate, physi- 
cist Dr. N. Gin, to 
help him build a 
Space Station, and 
..ilBficli'the'Cortex 
Vortex into orbit. 

Cortex and N. Gin. 
discover that, while the Master CrysflSI will i 
by itself focus energy, it will require a tt>^ 
of 25 Slave Crystals to fully power the Cortex 
Vortex. Once the Spaice Station is complete,:- 
Cortex realizes that he no longer has any 
allies remaining on earth to obtain the 25 
Slave Crystals. He does, however, know of^‘ 
an adversary who could succeed — his 
Arch Nemesis: Crash Bandicoot. 

Cortex decides that while Crash will 
never agree to help take over the world, be . 
vyould definitely agree to save it. So, Cortex 


"l! 


concocts a story about the surge of Solar 
Energy. He tells Crash that the energy sime 
will vaporize the world, and that the Cry As 
are We ontyjray to contain the energy (thei’ 
best lies always havmBments of truth). ^ 

Cortex ends upRpping Crash in a warp 
room that gives him access to different levels, 
but no escapi to the real world. 

Once the trap is set,|Co(tex bids Crash 
^^0 enter each otthe Joorsjn the Warp Room 
and find the Crystal fiereiri. Cortex then tells 
Crash that powerful forces are trying to stop 
him and first in line is Crash’s old friend — 

Ripper Roo. Cortex tells Crash that if his 
Ijeart is pure, then the forces of evil cannot do 
him harm! Cortex proceeds tp send CrM> on;s*as 5 fts» 
h| way 0«Sfff!R»1W6melpper toorad 
scTthe twisted story begins... 


Dr. Cortex appear 
to Inform Crash of 


Hey, only the Village People ^ 
have mustaches these day^l^' 


<1^ 


1 Similar to the wild boar ride in the 
original, Crash hops on the back of a 
baby polar bear. 

2 The forced scrolling is one of the 
many gameplay elements in Crash 2. 

3 Now you run the same level back- 
wards with Papa Bear giving chase the 
whole way. 
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CLONING 


MEAN JACK. 



© 1997 VIRGIN INTERACTIVE ENTERTAINMENT, Inc. All rights reserved. NHL POWERPLAY is a trademark of the National Hockey League. All NHL logos and marks and team logos and marks depicted herein are the property ol the 
Association, NHLPA and NHLPA logo are trademarks of the NHLPA and are used, under license, by Virgin Interactive Entertainment, Inc. © NHLPA, Officially licensed product of fhe National Hockey League Players Association. 
Windows and the Windows Logo are registered trademarks of Microsoft Corporation. 
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While pretty close to a gosh-darn miracle, Dolly — that cloned sheep — really doesn’t 
understand the nuances of the butterfly style. In fact, she’s a lot like those other hock- 
ey games — the ones where all the little computer guys play the same. Claude Lemieux 
doesn’t check like Brind’Amour in real life, and he doesn’t in NHL Powerplay™’98 either. 

Our Patrick Roy doesn’t make glove saves like the Dominator, and you’ll have a 
tough time beating our Beezer through the five hole. We use the actual styles and 
abilities of guys like Fedorov, Shanahan, Leetch and every other player in the NHL to 
deliver the most realistic hockey game ever created. It’s real skating, real physics 
and real action — and it’s a helluva lot cooler than cloning sheep, www.vie.com 


Visit Your Local Retailer or Call: 



NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises, L.P. © 1997 NHL. National Hockey League Players’ 
Virgin is a registered trademark of Virgin Enterprises, Ltd. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc, Microsoft, 






1 Attacking capitol ships is a big 
part of the game. 

2 The Navy Frigate is the toughest 
of the enemy ships. You have to dis- 
able it’s shields vtfith EMP weapons 
before you can destroy it. 


’My God! It’s full of stars!’ Er, I 
mean, look how pretty the 
galaxy Is! 


bi chase view you can see how the light 
sources affect the appearance of your ship. 


The only drawback to this game, if it 
reaiiy is one, is that it doesn’t use true 
physics (but then again, what space game or 
movie does?) When you iet up on the accei- 
erator, you stop moving completely. This 
keeps you from using some of the tactical 
maneuvers like power slide attacks that we 
all mastered in Wing Commander II an6 III. 
There’s also no word on analog support. 

Colony Wars is definitely one of the 
most dazzling games ever created for the 
PlayStation and promises to be one of 
the best titles to be released this year. Be 
sure to check the Ultra Disc for a 
gameplay movie! 


Hey! You’re targeting the 
Reliant! You’ll kill Chekov! 


Sc many ships, so few missiles! 
But check out those 
spectacular polygons. 


SYmn: 


Sirta** 


PIHJ 








pie this 
unds. 
fleets. 

I bcmtrol. Epic 
I specidt effects. Is 

( sets Colony Wars apart 
nbat games is feeling of 
zip about, battling the 
y, qtacB dust and debris float by, 

) yo^i^r sense of speed and direc- 
really seems to be floating in 

-Backgrounds are filled with nebulae 
i hHtiinncent gasses. Stars cast shad- 
s'on your ship and your opponent’s ships 
1 dno^ht. The strategic effect is that 
r oan hide from view (but not your 
^eyapproach from the direction of 


graphics weren’t some of 
on the PlayStation, 

Ig^ili Ife a great game 
piay is approaching 
nk epic battle scene 
j!)y/ofl ,^jgi ant star 
"cruisers gunMinpfer each 
other, smal^|ii|ck craft 
swarming out of 
laser fir^rted you piloting 
one of those tittle Star 
Furies. Yeah, your ship 
handles exactly like 
those do, and the 
graphics are nearly 
as good! 

Naturally, the 
game revolves around a 
dramatic space opera, with 
you as the rookie pilot out to 
save the galar^. Unlike Wing 
’ Commander IV, there’s no unending FMV 
* sequences or trite dialogue here. 

: Instead, you get good looking pre-ren- 
dered sequences with voice over by a 
James Earl Jones sound alike. 


1 Here we have Colony Wars showing 
off its brilliant light sourcing. 

2 Interstellar gasses abound in 
Colony Wars. In the ‘real’ universe, 
huge clouds of these gasses are called 
‘nebulae’ and this is where new stars 
are created. Pretty cool, huh? 

3 Enemy cruisers don’t just sit around 
waiting to be attacked. On the 
contrary, they sit around waiting for 
their next Imperial paycheck! 
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uturistic combat racing that leads 
one to four players across 1 2 
insane, rollercd®ter-sWl6 racing 
does that sound like Wipeout? 


sysTEM: Nintendo W 


PUBUSHEW Acclabi 


developer: Probe 


tracks 

Sure, it is a clone of Wipeout, brt several 
key differences and graphical enhance- 
ments could make it rise to toe top of toe 
futuristic racers. 

The vehicles of choice in Extreme G 
are motorbikes packed with loads of 
armor and weapons and feature 
excellent detail and textur- 
ing. The bikes resemble 
something directly out I 

of the cult-classic, 

Tron. The 12 differ- 
tracks range 
from shafts, 
abandoned water 
pipes, graffiti- • 
stricken cityscapes, 
and are built like toe 
best rides at any 
amusement park. The 
early versions we saw 
were a bit plain, but toe latest 
build is astonishing; packed with 
light-sourcing, futuristic cityscapes, and 
incredible speed. Each of toe 12 tracks fea- 
ture alternate routes, underwater passages, 
areas that are showered with sparks, and 
• pools of lava. The tracks are also loaded 
with obstacles, like falling boul- 
toe races even 

the w^is. In certain 
turns, you can ridO toe up the side 
of the walls, allowing foraoompjetely 
different experience. TiKissIttdilHS. 
madness in frrp a perspppr .... 

five is insane — tomtwists. the Imps, 
and the speed;;<]C1tourse, Bctreme>Si&^ 
more than just racing. The hover btoes 


RELEASE date: NOVEIBER 


How fast; 
can a racing 
game be on 
the N64? 


‘Ho, don’t drive into Uio void, 
that’s always trouMo’. 


tfSr can pick up a number of 

exotic and violent weapons. 

Some of the more intriguing 
weapons include Contiol Swap 
Missiles, which reverse the control on oppo- 
nents, and Phosphor flares, which blind all 
opponents behind toe player. These kind of 
weapons are going to make four-player 
splft-screen games a conqtleto Mast 
'imt Extreme 6 mi Smfm^sm 
Rush on the way, toe N64 finally has some 
great racing games. 


Ilw tow-player gams Is a violeiit 
race and a great party game. 


This Swiss Army 

bike also has a can opener 

and a pair of tweezers! 


The backgrounds are start- 
ing to fill In with big 
buildings like this. 


http: //www.ultragp.com 


1 Racing up on the sides of the walls 
allows for a whole new element in rac- 
ing games. 2 Corkscrews, loops, and 
just about any other theme park trick 
is put to full use in Extreme G. 3 Some 
of the tracks are actually set in space, 
which has to make you wonder how 
the tracks are held in place. 


1 We finally got a chance to see 
some variation in the tracks. 

2 These rendered shots are what 
the designers used to create some of 
the tracks on the N64. 
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PlayStation 












^orry, d.on't h^ye my jwjf-s '^-letter n^n/res (ik.e 
or "tCen. ” l{(so, none of us me neiMed. eifter son/f 


J \ ' ' 

(^n/re-o ^tif/hfe d.e\Jeiof>er. 

W. iotcoci^^ ^renkthrouah Enu.ronn^ents. Thnt 

^ n,ems I cm toss your sorry htt out 

of ^ ^indo^ V- 

the other side- f 
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^e hme IZ- kickrcus^ cimy | 
fighters, jP enyironn/fents, % 
md free-fioeitiny ctunterm mdes- \ 
"^htut do the others soH 




^e don't h<!^\/e my fMette- | ^ ^ - 

s^^ fifed ninjcfs, no | ^ 

.. horins hu/ufm^ neither- >. 

h<^^e Secret chmmters so fetnrous they cm't he 
ntftnfed due to ci strict licensee 3m order- 
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PHEUIEWS 



, s Last Bronx neats its release 
MmM date, ULTRA GP has just receive 
"■FW * its early playable preview U.S. 
version of the game. Despite the Japanese 
version of the game already released, this 
U.S. version is stili in its early stages, wWr 
only the basic Oame engine and characters 
up and mnning — no other modes or even a 
legitimate menu screen was yet included. 

Early impressions are that the 
graphics are coming along nicely, ^ — 
with a tendency towards the 
high-res look of W2 more 
than the lighting effects- 
laden Fighting Vipers (or 
Fighters Megamix for 
that matter). Gameplay 
was definitely VF- 
based, with Sega's 
signature smooth, 
intuitive, control inter- 
face. The Japanese \ 1 1 

version of Last Bronx jg- 

contained the following ^|||f ^Sc:- ' 
modes so we expect the — 

same from the U.S. game: 

Arcade Mode, Vs. Mode, Saturn Mode, 
Survival Mode, Time Attack Mode, and 
Match Mode (pick two players and the Al 
plays for you). 

Areas of concern are that there are 
only eight core characters in the game 
(although the number of hidden characters 
pliable iiosses remains to be seerj), 
and though the characters possess 
weapons, the game has a distinct ‘another 
3D Sega fighting game' feel to it (although 
teat old familiar feeling means teat tee' 
game should be better than about 90% of 
the fighting games teat come out). Of 
course, the game is a work in progress and 
we are hopeful teat Sega continues to add 
moves, refine gameplay, and incorporate 
new strategic elements to the game, so Last 
Bronx acquires its own distinct personality. 

Sega has been a little quiet about 
game details surrounding Last Bronx, but if 


developer: acA 


RELEASE date: OgOBER 


l-l|ba:say^*Do 

you Ikeniy IMW ..^4 
bools?’ You nply,^ 
. ‘Yeah, they’re a 

knochttiiL’ 

- (Sony.) 


Wh«n 

barvhandvd 
whup aas 
juBi; isn't 
•nouqh... 


Every videogame 
needs a babe bi 
thl^i-Mgb boolsl 


the Japanese version of tee 
game is any indication (and it should 
be), tee game will also come with a second 
disk that contains a Training Mode, Tutorial 
movies, and bonus modes which can be 
accessed once the game is completed or via 
cod^, if nothing else, the total Last Bronx 
package should surpass anything we've 
seeh'frofn Sega so far. Let's ju^ hope that 
the game proves to be as satisfying. 


Here’s more proof that wearing 
a suit makes you evil. 


This shot was Insphod by our lat- 
est outing to the local golf course. 
Yes, this reaHy happened... 


R New Cast of Choracters 

One thing’s for certain about all of these new charac- 
ters. They all look like they need some Prozac. 


Kurosawa 


Tommy 


Yusaku 


Zainoku 


1-2 In this astounding sequence, 
we finally find physical proof that 
there is no such thing as gravity. 
In actuality, the Earth sucks... 
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In other yamesp kill pr enemies. 

In Oildwoi’lil, pu make them do the kllllnij for pn. 





Got some nasties to off? Why get your hands dirty? Possess one of them and iet him do the blasting for you. 



Sound Odd? Welcome to Oddworld. 
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see the slig. be the slig. a quantum leap in gameplay. it’s a hostile takeover. 


I1.L.1.V.E. 


Aware Lifeforms In 
Virtual Entertainment 


PlayStation 



Strategy Guide 
available from 
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: The 3D graphics are even better on 
N64 than they were on PC. 
r; You’ll take turns blowing up big 
screen TVs in the Roseanne room! 
Sony, but there’s no free HBO... 


The levels are complicated 
and truly three dimensional. 
Your exploration skills will 
be tested to the max. ^ 


nir % 


eh: Niwtenix) 1=4 


isher: GT Interactive 


~i i)EV&0PER: EuROCOn 


f release mte: Fall IW 


Dukp doesn’t 
•wear 

anymore, but 
he's ■tiHh|un 
at parties 


See hoiiped-up alien gals cawrt 


to pounding, hoaOnn, wngie ' 

lieats In the disco IseeR i 


Duke finds hlmsell In a spot of bother with i 
soma tusked alien fiends. Hasn’t this 
happened to us all, at one thne or another? 
C’mon, be honest.. 


Another thing that has been added is even 
more important: new leveis. Not content 
with the originai PC ieveis, the deveiopers 
went to the trouble of adding even more, 
including a haunted house that will have 
Mario ians running for cover. Graphically, 
there are a few snags. Although the frame 
rate and resolution are superb, the perspec- 
tive can appear a little weird at times. The 
huge guns can also obscure the action, but 
in its favor, the control walks all over the PC 
version. Duke is now as limber and reflexive 
as Kerri Strug, without the ankle problem. 


You’ll gasp In sheer tenor at 
Mesh Pit of the alien red-hali 
step children! 




‘ Duke Nukem 64 has levels that aren’t 
included on any other version. 

4 Surprisingly, the four player mode is 
simple to comprehend. 

2 Whoa! No, you’re not having a flash- 
back. Have a nice trip in our ‘Summer 
Of Love’ Lava Lite Lounge! 


f all the first person shooters 
available, it has to be said that 
Duke Nukem has the most char- 
acter. Duke himself is quite a guy, 
possessed of square jaw, blond hair and a 
bad attitude. It has to be said though, that 
some of that attitude has been a little diluted 
for the Nintendo 64 version of the game. 

Duke Nukem has previously featured 
partial nudity, swearing and violence so 
gross, that even Bill Donohue had to buy a 
barf bag. As we expected, most of this detail 
has been removed or changed for the 
Nintendo 64 version of the game. Duke does 
not swear. The strippers are gone and the 
violence has been toned down. Nintendo has 
never previously stated that censorship 
would not occur, and to be fair, the levels of 
violence and sex would mean this was 
unsuitable for all but the oldest players. 

For everything Eurocom has taken out 
though, two things have been put in. 

Perhaps the most important feature in the 
whoie game is the inclusion of a four player 
deattimateh mode. You and three other 
Dukes can duke (Pun-Police have 
been alerted) it out on all your 
favorite Duke Nukem levels, thanks 
to the miracle of split-screen. 

The fcur player mode is great 
fun. The levels arUbig and com- 
plicated enough to make it a 
tense and satisfying experi- 
ence. Two playefigames 
suffer slightly from a weird 
panoramic effect that can 
be rough on the eyes. 

If you're worried 


about the fact 
, that the other 
I playeroan 
a see were 
?>■ you are, 
don’t - it 
becomes an 
intrinsic and 
enjoyable part of 
the game. 
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In Ollier pines enemies are evil. 

In Oddworld, tlieji’re moody, territorial, lazy, honyrj 

flckle, paranoid ani evil. J 







scrabs ahoy! 


paramites on the prowl. 


every slog will have his day. 


If you don’t know what makes other characters tick, they just might explode. 
Sound Odd? Welcome to Oddworld. 



Aware Lifeforms In 
Virtual Entertainment 


PlayStation 



Strategy Guide 
available from 
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SYSTEflS PuyStATION 


publisher: Radical EMrERTAiNMEffr 


RELEASE date: HARCH 


revlously, Radicd Entertainment- 
was known best for its work' On 
Virgin's NHL Povterplay, The 


., . . • U. y<*< O lfU*« # 1 HV» 

i>fi!?T0 PER: _RaWCAl ; ’-rVancouver-based developers have decided 


Once you 


are ‘ir, you 


have to nnd 


ttiese lights 


the proper 


■diangethemto 


to expand its products to Include action 
games and the first to come out is 
Manhattan Project. 

This is one of thoso;games that is hard 
to describe, yet incredibly addictive to play. 
Essentially, it is a two-player fighting game 
and capture the flag mixed together. The 
object is to turn all of the lighte in Uie 
arena to your color, however, in 
order to do that, you have to fight 
off the enejp while working your 
way arourtithe various 3D land- 
scapes. The early version ‘ 
played only had a few arenas, but 
the depth of play was already evi- 
; dent. Since the game won’t be out 
until early next year, we expect the 
developers to coiltinue developing 
deeper levels, new moves, and maybe 
Wen a four-player game. 

The early viford on Manhattan Project 
is promising, but we’ll wait and see how 
well this project finishes. 




Like a fighting game, there are different 
characters who possess different 
strengths and weaknesses. 2 Pulling off 
super moves like this is the key to beating 
the advanced player. 

The light-sourcing and 3D worlds are 
graphically impressive, but have yet to 
show the next level. 


key to 

Manhattan Project is 
going to be the com- 
plexity of the levels. 


1 
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WittF ’Sl-u.iilu tiKS. 


1 Beautiful rendered intros give way to 
an equally pretty, but gritty, game. 

2 Music adds an awful lot to the game. 
Remember, this is the sequel to Rock N* 
Roll Racing! 

3 Hey, is that a big mouth bass on the 
back of that car? 


SYSTEh: PUYSTAHON 


publisher: IrrrERPUY 

developer: Interpuy 


RELEASE date:. FaLL ITI? 


couMbea 
snapshot of 
conuinitlng to the office. 


fter wh^jgpSBW Bke an eternity, 
IntMliaylhas finally shown up 
With a 3^lt vdRien of its classic, 
Rock N’ Roll Raeing, only,the name has been 
changed to RectAsphalt\N\\y7^ We’ll never 
know. Unless we ask Someone, that is. OK, 
I’m gonna do it. Hang bn a second... darn, 
voice mail. Maybe they’ll call back... 

The game itself is jpyite a treat. 
Futuristic, post-apocaly^c raciriflUSfflf^Ws 
and.stuft Sure, it sounds ajitlle like Twisted 
ffletal, btff this is more of a racing game. 

‘ Aimpst like Mario Kart with blood and 
explosions. You%an lay mines, shoot 
missiles and turbo your way opiPff 
almost ^y Situation. 

The gtw^^ple atjlHtgrplay 
have goWeoMtf el nuts with 
the grapiiicir ^e frame rates, 
.great chatadtecl^eminiscent of 
Loade0 anti lo^«f g>ol explo- 
sionliThft game'pl# isScredibly 
simpl#M test-pad^D^e fast, 
shoot bad/good guys and don’t crash. 
Not exactly a brain-teaser, but fun nonethe- 
less. We can't wait until it’s finished. 




Well, we dM some research and now we 
can tnittifully say that we’re really not sure 
If that’s a Mg mouth bass or not... 
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Other names talk about their characten, 
Otldworlil's characters speak for themselves. 




the skinny guy with no weapons. 

Your mission is simple... run, jump and talk your 
way out of this ravaged world. You heard me... Talkl 
With just your D-pad and your brain. It's called 



save from the deli counter it could come in handy. 

For Odd's sake, do something different. Chow 
down on ODDWORLD's pure nugget of surreal, 
sensory overload gaming. You'll never be hungry again. 




Strategy Guide 
available from 
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www.oddworld.com 
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hual’s first atiempt at an original 
first person shooter is S//V. With 
the experience ilgained from 
develofjirjg the fire!,J3!(«f(e misston pack, 
Scourge of Arma'geddoh^^u^ hopes to 
make a new adventure in a totaity interac- 
tive world while utilizing the Quake 
engine, as its core technology. 

S//V will let players fight ttie 
forees of evil as a heavily aimed 
secudty-agent that shoots first 
and questions later. Mt a 
bad premise for a game that 
promises lots of blood, gore and 
' Other fairly nasty elements. 

The design of the game has relied 
upon massive amounts of input from the 
online community. Each month, Ritual 
asks for feedback on its website on its 
current designideas. Internet gamers 
have been able to tell the team whether 
it feels that certain monsters should die 
in certain ways or what form their 
attacks shoUtd^Oie. The result is a rare 
synergy between users and the team. 

The pme will also take advan- 
tage of 3D acceleraUon dirough its 
support of Open GL. There’s nothing 
like soring this game running off 
ofwiteiBrf’owerVR card, show- 
ing off superior graphics and 
all-around accelerat^hgaming goodness. 


EiahtilialEorce 


REftASE mie:" Nov6«:r 


e odminue to rec^p ugpai#ir 
vesions of Core’s 'gtherf-^ i 
Vile on a monUdy basis, and 
.since we are so demoted to you, our beloved ■" 
readeis, y°e in. 

A true 3b F/na/ F/g/if is the easiest way 
to describe Fightfng Force, but the sheer 
graphical quality and depth of play make it 
much more. The game is one or two-players 
and involves tooling around the city, 
mall, bridge, naval bases, and sev- 
eral other locations beating the crap 
out of all kinds of baddies. Along 
the way characters can pick up 
just about anything in the envi- 
ronment and use it as a 
weapon. With four characters 
to choose from and each one 
over 20 moves there is plenty of 
variety in the game. Some of the big- 
ger weapons like bazookas and 
shotguns have amazing effects and 
power. So far the enemies are still 
too sparse and most of the levels 
aren't playable, but this is easily 
one of the top 1 0 games this 
Christmas so keep an eye out for 
more info. 






1 Lava-filled chambers mingle with 
futuristic evil laboratories in SiN. 

2 There’s no denying that every game 
should have a temperature control 
room. For 5//V, this is where Ritual 
turns up the heat! 3 Considerably more 
detailed architecture than Quake’s 
basic walls is featured in SiN. 



■a— — 

i" ■ 



Vaults and tanks figure 
prominently within the envi- 
ronment of the game. 



There is an arena battle mode that 
acts like a fighting game, just a nice 
extra. The co-op mode is a load of 
fun, especially when both of you are 
armed like this. The bigger charac- 
ters can pick up just about anything 
and give it a heave. 


Another new level 
revealed is this sub- 
way train, where you 
have to do battle with 
all sorts of scum. 


ULTHA gamBplatjBirs 
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C rystal Dynamics’ original wise- 
cracking reptile has finally 
entered the next generation of 
gaming by investing his skiils in a whole 
new adventure. This time around, he’ll be 
able to run, jump, scale, and tongue lash in 
fuir360 degree movements, while exploring 
a 3D universe. Following the lead of some of 
his peers fl,e. Mario, Crash), Gex has taken 
the tip and moved to the next level of 
console programming, allowing 
himself to be placed in a 
series of 3D environ- 
mentsiaken straight 
out of the movies. 

From haunted 
houses to science 

fiction-based cir- a^H 

cult boards, 
die Wily lizard 
wilt stiil be 
M able to wrap 
m 

I- around flies and 
fl other miscella- 
M neous insects using 
■f the inborn skills of a 
r gecko, but he’ll also be able to 
latch onto ledges and the like with the 
same method. Talk about creative interpre- 
tation of the grappling techniquel 
. . . Dana Gould Should 

also he back behind the 

recording studio glass to pro- 

- , vide the punehy one-lineis 

' , for Gex that made the first 

^ ' , games so successful. So, 

what’s leftto describe? The 
controls and gameplay, of 
. course! So far, the game 

\ Is still in its early stages, 

> therefore nothing is final 
when it comes to actual game- 
play. From the levels that we were able to 
mess around on, ettemy interaction seems 
to be smooth, as Is controlling the feis^ rep- 


SYSTEHS PLAYSrATIOri, PC 


publisher: Crysta T>it<«iics 


CEvawEw Crystal bwAfiia 


Lrapin’ 
lizard*! Th* 
gaeko with a 
hundrad 
punchlinaa 
iaback!!! 


IlMse mrs certobihl aren’t 
lining up lor e Slowdance. 


■ die. His enemies can 

be destroyed by using 
' ^ different techniques in 

' . each situation. For 

ikkre jMiBr instance, the 

Frankenstein monster 
needs three tail whips to fully 
dismember his already poorly 
assembled frame. Little humorous 
touches like this, along with highly promising 
level designs and controls, should not only 
endear an already famous platform hero to 
fans, but attact a whole new audience of 
gamers looking for a challenge. 


you’ll be aHe to cantral Itie 
Wows and zoom in for a lightsr 
WokatGex. 
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The gecko is back and in 
full polygonal glory, ready 
to take out all the hip hop 
puppies and backpack- 
toting crocodiles in 
the business. 


1 Gex retains a lot of his old tricks, like 
wall-scaling, but now the environ- 
ments are bigger and completely 3D. 

2 The details and intricacies of the 
backgrounds are incredibly 
impressive, even at this early stage 
in development. 

3 Hop on the chandeliers, but don’t 
dawdle too long or you’ll plummet to 
the floor, painfully. 


1 Gex will also be sporting some 
silly and amusing character ani- 
mations to help lighten up the load 
of pillaging a haunted mansion. 

2 It just wouldn’t be an adventure 
game without floating platforms 
and seemingly unreachable 
power-ups, now would it? 
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SYSTEJt 


puajsHEig Electronic Am 

DEVELOPED OrISIN 

RELEASE date: llttNTER ITI? 
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he Wing Commander series has 
been resting on the accomplish- 
ments of its early incarnations. 
Basically, it’s been a case of the champ 
becoming lazy and fat with each marketing 
(rather than substantive) success. 

With an all new development team 
heading up Wing Commander: Prophecy, the 
series looks to have received a welcome 
infusion of life. A new space combat engine 
ups the visual exclterflent and adds a sense 
of tactical realism. 

Thanks to 3D acceleration support and 
a b£g of visual tricks, like ambient, direc- 
tiofiil, point-source and lens flare lighting 
eff^ts, it is the graphics thi are the most 
immediately noticeable difference in the 
ne\|r ga^ The all-star FMV sequences ^ 
re^rp, but the overall emphasis has been 
shifted back towards the gameplay. Players 
can actually click twice and get right into the 
game with the option of exploring the story- 
lin#JttUieir convenience, 

Wing Commander: Prophecy looks and 
sounds like no other Wing Commander game 
ever made, and that’s a |bod thing. 




CMlwEGasOD 


SYSTEn: PuyStation 


pueusher: THi 3 


developer: SCEI 


RELEASE date: UIMIER ITi? 
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ased on the successful anime 
movie of the same title. Ghost in 
the She// concentrates more on 
the four-legged machine gun tanks rather 
than the main android heroine spotlighted In 
the film. But none of the action will be miss- 
ing, as you’ll be able to blast your way 
through mission after mission of fast- 

paced shooting mayhem. Your 
arachno-like mech will be 
able to launch grenades, 
jump, and scale walls to reach 
ceilings and lofty targets. 
Throughout the game, you’ll also 
view some of the finest original 
anime cinemas available. By fin- 
ishing each mission, you’ll be 
awarded with a new cinema that 
you’ll also be abie to<saV#to your 


meirWy fopwp^tqS wewingj, 
* ftere’s^lsifa cirallengfrig train- 
iS mode that aTlovyg you to prepare 
for thgjie^ gunplay: of the- actual 
ilssions J'H'Q'will be bringing this 

»Tate>th^ year and <Tioo^ to be full 
otpulse^pounding acto for fans 
of the film,and hie genre. 


1 Massive scenes of planetary 
destruction practically guarantee a 
game Is worth playing. 

2 The immense size of Capital ships, 
like the Midway, is communicated 
extremely well. 

3 Big plant-like thing... shooting fire- 
ball! RUN!!! 


Okay, WCrmphncy 
doesn’t hwk Witte 111 


noesn'i looK qune mis ^ 
good, but lliara Is a slg^ 
niflcant leap In graplwra 
in the new game. 


O' 


The top-notch anime cinemas lie at 
the crux of the game’s storyline and 
propel all the missions into action. 

2 You’ll have to deal with flying ene- 
mies, as weil as ground-locked 
baddies. 3 ‘Okay, the Spice Girls are 
toast... now that wussy Sailor Moon 
cast is next on the list... ’ 




, 4 ^^ granade-iaimeiring 
I ^ ono-seatar. bnagllft 
- '' TaUng your friends out 

for a cruise In this. 
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How do you spot a Sonic fanatic? Just look for the gold rings. Sonic Jam for Sega Saturn combines the 4 best 
selling Sonic games in new 32-Bit brilliance on one stellar CD. Plus you can cruise the 3D Sonic Museum, S 
packed with Sonic memorabilia. So get Sonic Jam. Unless you’ve got holes in your head. Uh, bad example. 





Score S10.00 Off at SEA ^ on 
”The Best Football Game Ever Made” 

- Ultra Game Players 





RS77D^B^$1□□D 

Good for $10 off Sears Funtronics Dept, regular purchase price. Valid 09/02/97 - 11/01/97 only. Offer not good 
on layaway balances, gift certificates or credit card payments. Not redeemable for cash. Not valid with any other 
coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value 
1/200. © 1997 Sears, Roebuck and Co. Satisfaction guaranteed or your money back. 


Sony Computer Entertainment logo is a trademark of 
the NFL Players and NFL Properties. The NFL shield design i! 
© 1 997 NFLP. Players Inc logo is an official trademark of the 




the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Officially licensed product of 
National Footoall League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. TM / 
Inc. Developed by Sony Interactive Studios America. © 1997 Sony Computer Entertainment America Inc. 





Ryu unleashes his ttademailc move, 
iUie fireball. All pro|ectlle nuives leoli 
JifSt great In 3D with light sourcing. 


svyirn: PuvStation 


ell, if you had asked me, two 


ptmsHEit: Capcom 


IK street Fighter 3 \Nou\<i\ook 
like, i’d probably describe EX. Frankiy, this W** 
takes the genre further technicaiiy than any 
previous Street f/p/ifertitie. The graphics 
aione make it a must-have for Sf fans. 

Finally, your arcade favorites 
are rendered in fast, smooth 
3D, easiiy comparabie to 
Tekken 2. The character 
animation is more reai- 
istic than other games 
in the series, but 
fortunateiy, the iess- 
reaiistic aspects have 

been retained, like ‘^i|r 

fireballs and other 
projectile moves. 

> Taking elements 
from all over the 
series. Street Fighter 
EX manages to present a 
very attractive game. There are 
combos, brand new throws an(|^#n 
the ‘Super’ moves f^und in SF3. 

The gameplay i^till very much 
2D, even if the graphics are not. All the 
[ old characters have the same feerSnd 
^ weight, and there seems to be no sacri- 
fices made in gameplay. Just some slight 
differences. Overall, the gameplay is well 
balanced and almost identical in pace to 
recent Street Fighter games. Some 
players might be disappointed to 
^ learn that there are no 3D moves. 

I Everything happens on one plane. 

■ You can duckand jump, but you 
I can’t dodge." ' ''******' ’*•■ ' 

H The old favorites, Akuma, Ryu, 

^ Sakura, Guile, are all here and all 
updated with 3D polygonal skeletons. 

I The b^Kdr^Sjflihain firmly 2D — 
this Idoks better on some levels than 


developer: Capcoii 


Capcom’s 
claasic 
gets ths 
PlayStation 
3D treatment 


ny, very 
actually 


And because the gaff^% polygyU, Uh 
times are completely accept^||P 

gfreef|piipHbsa| 
at a ^S'ol^ame. Tin 
in many ways, supe|po Street FighU 
We’ll bring you a full^view next motn 


Straef HgMerpurlsts will com- 
plain about slight changes, but 
this Isn’t much dHferent than 


othgf^and not ev agjg s convinwg 
'ekSfepcom h»th||ghtfull^«^ 
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ULTRA gameplayers DUi 


1 The backgrounds are very, very two 
dimensional. It can actually be quite 
distracting at times. 2 I’m super*mad 
because E. Honda isn’t a playable 
character and hasn’t been for ages! 

3 C’mon, everbody, let’s do the Twist! 


1 The weight and physics of the 3D 
character compare pretty well with 
those seen in the other versions of 
Street Fighter. 

2 I’m sure stuff like this happens 
everyday on Air Force bases around 
the world... 







yirH. fvifi. ca/A. vAt.'eH- y<r$\. Wy 

iSicH^^iL KomAaii® JSiyik<rt<rgtefi 

Get the game. Grab the postcard inside. Mail it in to enter. There’s a new winner every week. 
So hurry. You get more shots at winning the faster you mail it in. 

1. NO PURCHASE NECESSARY. MUST BE LEGAL U.S. RESIDENT TO ENTER. 2. To Enter: Hand print your name, complete address, zip code and daytime phone number on an official entry form (found inside Mortal Kombat Mythologies: Sub-Zero game boxes) or 
on a 3" X 5" card and mail in a stamped envelope to Evil Pays Sweepstakes. P.O. Box 1531. Young America, MN 55594-1531. Enter as often as you wish, but each entry must be in a separate, stamped envelope and mailed separately via first-class mail. No copies, 
facsimiles or mechanical reproductions will be accepted. Not responsible for lost, late, damaged, misdirected, illegible, incomplete, stolen or postage due mail or entries. Entries must be received no later than January 4, 1998. By participating, entrants agree to these 
Official Rules. 3. Drawings and Prizes: There will be 12 weekly random drawings of one winner per week from all eligible entries received by an independent judging organization, whose decisions are final and binding in all matters relating to this sweepstakes. The drawings 
will be performed from all entries received from the start of the promotion until the day before the scheduled drawing. Drawings: 1. October 20, 1997, SI ,000 cash 2. October 27, 1997, S550 cash 3. November 3. 1997, S500 cash 4. November 10, 1997. S450 cash 
5. November 17, 1997, S400cash6. November 24, 1997, S350cash7. December 1, 1997, S300cash8. Decembers. 1 997. S200 cash 9. December 15. 1997. Sl50cash lOi December 22, 1997, SlOOcash 11. December 29. 1997, SlOOcash 12. January 5, 1998. S100 
cash. Total approximate retail value of all prizes isS4,200. Odds of winning in any drawing depend on total number of eligible entries received by the day prior to each drawing date. Nonwinning entries in any drawing will be carried forward to subsequent drawings. Winners 
will be notified by mail. 4. General Conditions: Employees and directors (and their immediate families and those living in their same households) of Williams, Midway Entertainment, Atari Games Company and any of their parents, affiliate companies, subsidiaries, advertising 
and promotion agencies are not eligible. Winners may be required to sign and return an affidavit of eligibility and liability release and, where lawful, a publicity release within 14 days of notification, or prize may be forfeited and awarded to an alternate winner. If prize 
winner is a minor, prize will be awarded in name of minor's parenl/legal guardian, and affidavit of eligibility, liability release and publicity release, where lawful, must also be signed by minor's parent/legal guardian. It prize notification or prize is returned as nondeliverable, 
prize will be forfeited and an alternate winner selected- Void where prohibited. Winners (and if winner is a minor, winner's parent/legal guardian), by acceptance of prize, agree that Williams. Midway Entertainment, Atari Games Company and their parents, 
affiliate companies, subsidiaries, advertising and promotion agencies, and all of their respective officers, directors, employees, representatives and agents will have no liability whatsoever for and shall be held harmless by winner against any liability 
for any injuries, losses or damages of any kind to persons, including death, or property resulting in whole or in part, directly or indirectly, from acceptance, possession, misuse or use of the prize or participation in this sweepstakes. Except where legally 
prohibited, winners (and it winner is a minor, winner's parent/legal guardian) grant permission for Williams, Midway Entertainment, Atari Games Company and those acting under their authority to use their names, photographs, voices and/or likenesses for advertising 
and/or publicity purposes without additional compensation. Taxes on prizes are solely the responsibility of the winner. Prizes are not transferable, cannot be substituted, and may not be assigned, except by sponsor due to prize availability with a prize of equal or greater 
value. 5. For a list of winners, send a self-addressed, stamped envelope for receipt by January 5. 1998. to Evil Pays Winners List, P.O. Box 3843, Young America, MN 55558-3843. 6. Sponsored by Midway Entertainment, 2400 S. Business 45. Corsicana, TX 75110. 
Mortal Kombat Mythologies: The Adventures of Sub-Zero ©1997 Midway Games Inc. All rights reserved. MIDWAY, MORTAL KOMBAT, the DRAGON DESIGN, SUB-ZERO and all character names are trademarks of Midway Games Inc. Distributed by Midway Home 
Entertainment Inc. under license. Nintendo, Nintendo 64 and the 3-D“N" logo are trademarks of Nintendo of America Inc. ©1996 Nintendo of America Inc. Licensed fay Nintendo. PlayStation and the PlayStation Logos are trademarks of Sony Computer Entertainment Inc. 




1 With insane new tracks like this, Jet 
A7ofo 2 should be an exhilarating ride. 

2 With new lighting effects and graph- 
ics Jet Mote 2 is much sharper. 

3 High-flying stunts, confusing tracks, 
and a split-screen, head-to-head race 
are the keys to JM2. 


The grappling device is 
used even more in the 
sequel, making it a 
tougher challenge. 


SYSTEn: PuySTATION 


pubusher: SCE 


developer: SiNfl-E Trac 


RELEASE date: NOVEMBER 


ne of the more addictive racing 
games of iast year is back for 
another run on the PlayStation. 
Once again, Sony and Single Trac (develop- 
ers of Warhawk, Twisted Metal, and Jet 
Mote) have joined forces for a 3D racing 
experience unlike anything out there. 

The unique racing element of Jet Mate 
has been kept intact, but nevv wrinkles have 
been added as well. You can still 
take the bikes on land, sea, or air, 
but the new tracks also offer several 
different tricks. Thefo are a total of 
ten tracks scheduled for Jet 
Mote 2, ranging from cavernous 
courses to rapids to roller 
coasters. The idea behind the 
design of the new tracks is to 
incorporate a radical feel to 
the game. Witti 
corkscrews, huge jumps, 
and loops, the game 
should (flainfam a frantic patent 
To add tome/nsanityf th^eveK 
oper^havd in mo« 
obstacles an(|expanded the 
boyridarie¥ 1 Sn the tracks. 

These complex courses cre- 
ate a new depth of gameplay not found in 
the original, but it remains to^e seen if 
‘complex’ realty means confu^g. More on 
this as it develops. 


— — -o 





□gatlntnciM 


SV^TEaf pLAYSrATIca, PD 


T > he third person, action/adventure 
genre has definitely become a 
booming area of prosperity for ' 
third party publishers on the PlayStation iti,. 
the past year. Among the most successful at 
bringing fois type of action to the small ' 
screen has been Eidos, whose Tomb' 
title has created nothing short 
of an internalitmal ruckus. Later 
Ithis year,' Eiifos js planning « 
landing another sitnilarbit with a 
IIa** 'll® videogame'p^over 

le|kj fronlan bivingstone^s popular 
PjHk , Series, Dea^tcap-Dungeon. 
K.pH " .-.‘*"1, , , This time around 

0 IJ^youjafleandArgstifecontainetf}, 
" ‘ wtfhin'mdj'e-lik^carridrfiis and ‘ ' 

i tii ^ I waljejW^rotWfe foil of swnrd- 
I .^f^^shing enemies and^e. I . 

puzzleSfTtflS^lffof gameplay 
> 4^^..:#;fias become st^^afd fare, but 
Deathtrap Oa^on promises to 
successfu||<^eat the cor^dHtfon with its 
/high-e !i#»iht sougpgfifaried weapoa. 
fajjacks, and cJidCgingpozztes.lf mey're 
able to sprifikle ^Stof foat Eidos tdbhnplog- 
Tcal magic on tf^ title, meyaiay have y^ 
another bigTime hit on their hands WffEA fhe 
■game iSTeleased to stores'Ws fall. 
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Where there’s a circus, there’s sure 
to be clowns... what a scary thought. 

The light sourcing techniques needs 
to be in top form for such a dark and 
detailed adventure. 3 The variety of 
attacks and weapons should keep the 
gameplay interesting. 




liJI 

||B j- 











The helicopter flight-sim arena has 
heated up, but Longbow 2 looks to 
obliterate the competition. The night 
vision mode looks absolutely authentic 
and adds an intriguing gameplay ele- 
ment. 3 Dust, smoke, and lighting 
effects are rendered exquisitely by 
3Dfx-based accelerator cards. 








sYsit:tlf''lCAy'MnoN 


PUBUSHEK RsTONOSIS 


developer: Hammerhead 


RELEASE date: November 


What we have 
hera Is a roller 
skate witha 
homioffiri 
ImbalaiMhk.. 


T o say that Shadowma^r is just 
another 3D shooter, Would not 
only be unfair, it would be untrue. 
The game features open areas, slick frame- 
rate, amazing effects, arid more polygons 
than any game on the PlayStation 

The artwork for the gameiVras done by 
Rodney Matthews (who did loads of art for 
rock bands like Asia) and, jMlging from the 
fr^y levels and beasts, it’s not surprising 
he dM mostof bis work in the drug-induced 
70’s. The fully polygonal b^sts are mon- 
strous and incBpdiblyidetailed. 
Whatfs even b^er is that 
^We are sewal of them 
Inscreen at one time. 
ISie effects and 
.^Weapons look like (,, 5 ;, 
rsomething out of a ; 
^igh-budget sci-fi 
Aovie and the con- » 
PiSfant action keeps p 
the game moVlIttlf*' 
an impressive clip. 

This is definitely not a 
game for those who are 
afraid to pull the trigger. 

Just another impressive effort 
from Psygnosis and a too 3D shooter. 


1 Light ‘em up baby! With an array of 
amazing weapons and effects, 
Shadowmaster packs a big punch. 

2 Huge polygonal enemies like this are 
an awesome sight. 3 With tons of 
open areas, Shadowmaster attempts to 
avoid the ‘corridor shooter’ tag. 




- V 
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jgiing 


system: pc 


publisher: Electronic Arts 


developer: Jane’s Cotbat Sms 

RELEASE date: pAa 


eveloped by the team that 
brought you AH-64D Longbow, 
Longbow 2 makes a quantum 
leap over its predecessor and any and all 
competttijliwith it’s 3Dfx accelerated 
graphics. The all new graphics and its 
dynamic lighting effects offers four times 
the object and terraindetail of the first 
ionpboivpmf; The result? Even early on 
Is pure beauty." | 

Of course, great grappcs don’t mean 
anything without great;gqr|^|^y and 
Longbow tas the pedigreeito boost expecta- 
tions to the highest. The (^mpaign engine 
will now generate a new war every time the 
game is played for a nearly infinite number 
of experiences. An advanced physics engine 

anct realistic Al^ems mean minprecfrv - 

dented level of realism as the player 
choice of piloting or co-piioting a range 
Choppers including the Kiowa Scout, the 
Blackhawk, and of course, the Longbow. 
Comprehensive multi-player support allows 
the player to go head-to-head or work as a 
team on cooperative missions. 

Although Longbow 2 \ooks to be the 
epitome of realism, the game includes step- 
by-step training missions and an interactive 
Jane’s reference guide to initiate the novice. 

It looks like simulation veterans and new- 
bies alike can’t help to be attracted by 
Longbow 2. 


UOllA gameplsiijers 


http: //www.ul tragp.com 


111 








Anyone can race on the ground. 



©1997 XING/THQ, Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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MontlilllrambatH 


F orget War Gods. Mortal Kombat 4 m 
is, by far, the most refreshing and 
technicaliy amazing brawler 
Midway has conceived, thus far. The 
impressive visuals, play mechanics, and 
booming sound all add up to a totally 
remarkable package. 

Scheduled to arrive later this fail, MK4 . 
will be running on Midway’s new Zeus 
chipset, a board that pushes over 
1 million polygons per second 


svsTEis ’ Arcade 


pubusher: nittiiAY 


developer: niDUAy 


RELEASE date: NOVEMBER 


Th* boys ond 
girls from 
□utworld 
arv back! 


and rivals Sega’s Model 3 
technology (Sadly, we 
had to take our screen 
shots from a video. 

Sorry.). Among the 
nine characters are 
three new faces: 

Shinnok, Quan Chi, 
and Fugin. These 
three goons sport 
some gritty gothic fea- 
tures as well as some 
butt-kicking weapons. 

Weapons? That’s right. All 
the combatants In MK4 sport 
their own tailor made weapons. For 

instance, Sonya can wield a mas- 
sive star-looking device, while 
Fugin possesses a sleek pulse rifle. 
But this is not to say that 
weapons are exclusive to just 
their characters. The 
weapons can also be 
knocked out of the oppo- 
nent’s hands. When a 
character gets hit, the 
weapon falls to the ground. 
If the opposite character 
doesn’t have a weapon In 
hand, he or she can pick that j 
weapon up via the ‘Run’ buttoig 
Weapons can also be drawn b^ 
initiating a backwards firebeK- 
and high punch. Unfortunate® 
once a character has drawn* 
his or her weapon, it can’t* 
be ’bolstered' 


Like the 
previous games 
in the sertesJ aW 
the action is in 2D. 
A new dynamic cam- 
era, ala VIrtua Fighter, 
pans and zooms around 
the polygonal playing surface 
and that’s about as close to 3D as you 
get. Though the game Is strictly 2D, it 
doesn’t detract from the overall package. In 
fact, keeping the game In 2D might have 
been a good idea, considering how bad War 
Gods turned out. Expect to see more cover- 
age of this hot fighter as its winter release 
^bes closer. 


Players can $ 

‘default' fatality when not 
opting to conOnue. ^ 


Shinnok loses. FataHtyl 


Nine characters are selectable, with 
six being hidden. 

This weed wacker is just one 
example of the awesome weapons 
MK4 touts. 

New characters, Shinnok and Quan 
Chi, go for the old ‘Jump kick’ win. 




Sonya’s back with a variety of 
cool moves and combos. 

This time out, most of the action 
will take place on Outworld, with a 
few Earth locales mixed in. 






Wolverine, Spider-Man, 

Master all their prolific powers, lethal moves 
and multi-hit combos, with each blow 
onimoted in such detail you'll flinch in pain! 

Marvel Super Heroes. ^ j j j 
All other fighting games are 
mere mortals. i3' 

wm.caDcom.com ages is 

~ mmtmxir. 


It's Super Hero vs. Super- 
Villain. Super Hero vs. Super > 
Hero. Super-Villain vs. Super-Villain - 
you get the idea. Now Morvel Comics' 
most amozing characters battle it out 
head-to-head on your PlayStation game 
console and Sega Saturn. Punch-for- 
punch, an incredible translation of the 
#] arcade blockbuster. You'll enter the 
world of Marvel as your fovorite 
Super Hero or Super-Villain - 


CAPCOM 


<2 


1 PlayStdtion j 






\]Bk. X A 




i]r r 


SbUCv fV 




v/i'j 








MARVEL SUPER HEROES TM & © 1997 MARVEL CHARACTERS. INC. ALL RIGHTS RESERVED. ©CAPCOM CO.. LTD. 1997 © CAPCOM U.S.A.. INC. 1997 ALL RIGHTS RESERVED. THIS VIDEO GAME IS PRODUCED UNDER LICENSE FROM MARVEL 
CHARACTERS. INC CAPCOM is a registered trademark of CAPCOM CO.. LTD. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Ententrises Ltd. 








Anotiier level revealed 
was IMS outdeer snewy 
level, where eur heroine 
gets te den a stylish ^ 
heniher Jacket ] 


N early every issue we give you 
another update on the ampiy 
endowed speiunker’s iatest 
adventure, but this month we actuaiiy got a 
chance to piay through a complete level of 
the game. Unfortunately, the game doesn’t 
have any save points or medi-packs 
yet, so playing through the level was ^ 
extremely difficult. V 

The level we played through 
is the Venice level and the stun- 
ning graphics, variety, and . : 

puzzles ia, 

have us 
even more 
excited 

about Tomb 2. ^ 

The switch to intelli- 
gent human 
enemies escalates 
the action in Tomb 
Haider 2, making 
the game more than 
Just exploration. At 
several points in the 
level, Lara is 
ambushed by sev- 

thugs and raven- 
ous dogs 
once. Another 
new enemy shown 

is a l^pe alft 

skinhead with a - , aal 

billy cJbb. Jhe 

eheml^ are much more common, sB 
but the key is how inlelllgently they 
fight. For example, if iara jumps up 
on a platform, the thugs will follow 
and beat her sensel^s. Unlike the 
original, human enemies don’t take 100 
shots to go down, nWng the battles 
more manageable. . 

BeyoogJbe JJfiSfr e nemies, ^ the 
Veniee.^levelslMWC^g);(jie n wMbh hg, 
puzzles, and open enyironmentsfmese 
new dynainlc lighting effects wfiTfeompli- * 
ment Lara’s dual magnums^ lighting up 
the whole screen when they fire. Lara’s 


SYSTEit PUYSTATIOM 


DEVELOPEK CORE DESIGN 


RELEASE date: NOVEH8ER 


Hie Abomlnabto Snowman makes his 
videogame debut In Tomb 2. 


new flares also take advantage of 
the lighting, allowing our busty 
Jjv hero to truly go ‘where the sun 
p /jk don’t shine’. The short demo we 
have also let us see Lara In her 
new outfits (wet suit, and a 
bomber jacket), and check out some 
fearsome new underwater enemies. 

It’s quite obvious by now that Tomb 
Raider 2 \s going to be THE game this 
Christmas. Don’t forget that no other maga- 
zine gives you more Tomb Raider 2 coverage 
than ULTRA Game Players, right up to the 
huge strategy In our holiday issue. 


Lara’s new crawl enables adventur- 
ing to all new heights. ' The Titanic 
level is an adventure through a sunken 
ship and a chance to see Lara in her 
wetsuit (most of us were hoping for a 
bikini). 3 Thank God, Lara will have 
an underwater weapon, with enemies 
like these huge sharks to contend 
with. Seafood, anyone? 


Being attacked t^y all these 
enemies at once immedi- 
ately raises the level in 
Tomb Raider 2. , 


1 Jumping through windows is 
another awesome new element. 

Flares are a new tool, designed to 
help Lara find her way through tight, 
dark spaces like this... 




t 
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□ K. You wake up one jfiorning to 
go to work in your labi=|he way 
you have every morning The 
problem is that this morning, you find your 
colleagues scattered in pieces around the ’i 
lab due to the appearance of some particu- 
larly nasty alien monsters (who decided that 
they made better wallpaper than scientists). 
While you escape to the surface, you 
learn that your government wants 
you dead as well, to cover up 
the mishap. Your only 
^hance is to reach the '* *’ 

alien jsgme world, foil 1 

their mons^bus 
schemes, and figure 
out how tojiake 
peace witl^our own 
nuirderous^ind. 

Sounds a bit too 
tough, right? Well, the 
folks at VaWe don’t "* 

thinks so, hfpcause that’s 
exactly what you’re up 
against in ®eir latest first per- * ’’Ji 
son shootBi Half-Life. Valve and 
Sierra haveteamed up to license the 
Quake engine in an effort to create what has 
been called a 'thinking 
man’s Quake’. 

^ Al in the game is 

^ /r j exceptionaas 

if Mk. your crafty ene- 

mleswlll 

P' occasionally 

milk > form packs to 

' attack. .Using 

: flanking and dis- 
fraction pchnl^es, 
\ your enemies ^e 

W ' particularly dffticult 

Y to dispatch. More 

\ . than 25 creatures will assault 
you at every turn. It’s almost 
enough to make us too scared to play! 
Luckily, the Ifne and powerful arsenal of 
weaporis at yiur disposal make the game 
well worth playing. 


SYSTEHS: PC 


RELEASE bate: DECEMBER 


So you think 
you*y# hod a 
rough day dt 
tho offico? 


Packs of these lltHelnonsteis 
can make life particularly, 
dlfflcutt for the player. 


As if the Quake tech- 
noiogyiiferen’t enough, the team 
has made some ‘sp^al adjustments’ to the 
engine to allow foriilnsparency, 1 6-bit color 
arid colored lighting. The result is a game that 
is easily on par with many of the newer 3D 
engines (such as those used in Unreal or 
Prey), especi^ly when used (p qpniunctipn . 


writh a 3Dfx board. 


Mo, this Isn’t a Phik Ftayd con- 
cert ^ It’s a Bon Jovt show! 
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. 3Dfx support promises a super 
smooth framerate. 

2 This is an experimental power 
source that resides in one of the many 
research labs. 

3 Detailed structures are the norm for 
the Half-Life environments. 


1 What game would be complete 
without a giant blood-sucking flea 
or two? 2 Like the sign says, ’This 
ride will get you wet’, only it says 
it in French... 
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This game rips asphalt. White- ■ 


so realistic, you’ll beg for salve. 


knuckle the wheel and feel those 


Add a little split-screen action so 
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raw nerves pulse. 230 mph. Crashes 
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you can taunt your friends. Formula 1 
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cicoiiic to the blood 


■conic 


encounter hideous creatures 


con 


forever. Assuming 
you don’t die first. 


SOUTHPEAK 

INTERACTIVE 


www.soLithpeak.cQUi 
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Windows 95 

» J ' information. Orachen Zor. SoiittiPoak, 

and the SoiitliFeak logo are trademarks 

CO-ROM 

esr B of SouttiPeak Interactive LLC. 








UJELCnmE TO THE mOBT 
CamPHEHEnBIUE heuieiub 
BECT inn nn¥lUHEHE! 


eviews 


O ou’re probably asking yourself ‘Why is a 
game review like a hoiror movie?’ C’mon, 
we all know that’s exactly what you’re 
thinking... right? Weil, I’d be happy to 
answer that question for you. Rrst of all, 
everything’s normal (or as normal as normal gets 
around here). You get a game and it’s a hit of a mystery. 
Will it he good? Will It suck rocks? You sit down and 
start to play. The suspense builds... You start flying 
through the levels, taking notes, solving harder and 
harder puzzles. Then, when you’re just about to beat the 
damn thing, a horrible, twisted, demented, psycho mon- 
ster jumps up on your desk and screams ‘Where the 
hell Is my copy? That review was due two days ago! I’m 
gonna use your guts for a necktie!!!’ You scream... and 
scream again... and again... 

And then you give Bill your copK 
so he won’t do horrible things to you. 

See how much like a horror movie 
that is? Just like 'Night Of The 
Living Dead... Heh, heh, heh... 


vmm 


I M ST 
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ULTRA AWARD 
Only the best 
pass Oils test! 


P inBIDE THE BCnHEBDH 


• GRAPHICS How a 
game looks is only a small 
part of the formula, but an 
Important one. Great graph- 
ics can pull the player Into a 
world and make the experi- 
ence seem all the more 
real. Weighted hy 4. 


have an unfair advantage? 
When you want to save, do 
you have to walk an hour 
back to the village? 

Weighted by 4. 


• HUSIC Again, music 
won’t make or break a 
game, but If the soundtrack 
moves you in an RPG, or 
gets your heart pumping in 
a fighting game, it adds to 
the overall appeal. 
Weighted hy 2. 


• DEPTH Ever bought a 
game, fallen in love with it 
the first hour, only to beat it 
in two hours? A great game 
will take a long time to fin- 
ish, and 

sons to come back for 
more. Weighted by 4. 


DIBCUinRLD S......^. .^4 PE HD 

EHTHEmE HSSRULT PE IIS 

PHETHSTIC PEER .....PE ERH 

PELEn¥ II-IR PE IIS 

PIERL PRnTRB¥ Ull PE EBR 

PI PELE PESITIEE ......PE lER 

EELDEnE¥E PEElb 

ERREE TEUR RRCIRE ’TO PE HE 

ilEBE^^REUEnTURE PEIEB 

flEREE^ES ...:..............:z:::::.PElli 

IFSS PEIig 

PRRRPPR THE RRPPER.. ........ P/| DTO 

PEREEHE CHRLLEflEE.... PE EBb 

SRTURE BEUIBE^nn....... .... PE ERE 

SPREE BRR. 4.4 i PSm v. 

TETRISPHERE...I....:: PEWR I 

TRERSURES EP THE EEEP .^. PI^JEi. 

TUimSEE'S EE¥SSE¥ 2.....^E IfB^ 

HCEm: RPECRL¥PSE ..........::.....#.PD DTO 


• SOUND EFFECTS 

Good sound effects can 
actually help you to ‘feel’ 
the game better. Just imag- 
ine how much less of an 
Impact a heavy punch 
would make If it only made 
a small ‘tick’ on contact. 
Weighted by 2. 


• EXTRAS Did the 
game’s programmers go for 
that ‘little exba‘, tossing in 
codes, hidden items, secret 
screens, or other added 
bonuses? Weighted by 1. 


• INTERACTION How 

weil does the game 
respond to your com- 
mands? How much influ- 
ence do you have over 
what’s going on? 
Weighted hy 4. 


• PRESENTATION 

Does the game create a 
world that draws you in? 
Do the intro screens and 
menus reinforce this envi- 
ronment? Weighted by 1. 


• INNOVATION A game 
can be loads of fun without 
offering anything totally 
new, but the classics are 
always the trendsetters. 
Weighted hy 1. 


• BALANCE Is the game 
childishly easy one level, 
then frustratingly hard the 
next? Does your opponent 


■ RATING The total sum 
of all the categories, divid- 
ed by 23. 


THERRTinE 


The system Is the result of hours 
of gameplay and endless toil, 
resulting In the most in depth 
(and, uh... really complex) rating 
in the industry 


10 Extraordinary 
■i.D-'l.T Ultra 

Very Good 
Good 
Average 
Lacking 
‘(.□-M.'j Seriously Flawed 
□.□-3.1 RrpLe Capes 
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ULTRA 0 



GENRE. Action 9 PLAYERS. 1 to ^ O PUBLISHER. Nintendo 9 DEVELOPER. Rare » RATING. KA 0 n.S.R.P. 



REUIEWS 


) 




flaystat: 


The namesh Bond, Jamesh Bond. Lishensh to kill... 


O ne of the first games ever 
announced for the Nintendo 
64 was Rare’s conversion of 
Goldeneye. Although it’s way too iate 
to take advantage of the movie pub- 
iicity, the game has the advantage of 
being a great titie in its own right. 
Frankiy, most movie iicenses suck 
hard, and it’s 
tough 
to 

expect 
anything 
good. 


This time though, the trend has been 
reversed. Goldeneye is a winner. 

it’s not just the graphics, but 
iet’s talk about those for a minute. An 
amazing amount of detaii and reaiism 
has been packed onto this cartridge. 
The characters are exceiient. Soidiers 
are realisticaiiy animated, although 
they do share that weird, squared off 
iook with Turok. The motion-captured 
animations are spectacuiar. You can 
shoot specific body parts and they’ii 
react properiy, ciutching the affected 
area or limping from a ieg wound. 
Graphic and exciting. 

The sheer number of textures 
inciuded here is aiso astonishing. 
Nintendo games can very quickiy suf- 
fer from a iack of charisma thanks to 
a iack of varying texture maps. Areas 
aii start to iook the same. But, 
through ciever use of coloring and 
variation, the boys and giris at Rare’s 
have been abie to make every ievei 
iook different. This is especiaiiy 
important in the maze-like ieveis. 


IMS is our 
weapon, 
the sniper tfile. 
You can zoom in 
and take out any 
target from huge 


cularbats 
bond indi- 
cate his energy 
which is being 
depleted by enemy 


where you could be lost very easily. 

Now, the gameplay itself is 
pretty darned impressive. Most of the 
time, you’ll be creeping around, snip- 
ing, karate-chopping or just looking 
for stuff. Sometimes though, you’ll 
round a corner and find yourself 
confronted with a room-full of angry 
bad guys and the only option is to 
open up with a machine gun. This 
mixture of strategy and action is the 
heart of the fun. 

Variety is taken care of by the 
sheer depth of gameplay. One level 
has you driving around in a tank (just 
like the movie), evading pursuing 
vehicles and blowing up everything. 
Realistic physics and cool graphics 
shame many so-called realistic 
Tank simulators. 

It has to be said though, that 
the single most fun aspect of the one 
player game is sniping. You use a 
high powered rifle to take out targets 
at great distances. The gunsight is 


activated at the press of a button and 
you have to carefully move the sight 
around to take a shot. Blasting an 
unsuspecting bad guy from a dis- 
tance of more than a mile is quite a 
nice feeling. 

And you’re not just limited to 
guns. You can use martial arts skills 
too, or the butt of a rifle. If things get 
really desperate, what about your 
cool magnetic watch? There are so 
many cool elements to the one player 
game that it’s hard to know where to 
start. But if that wasn’t enough to 
really make you drool, how about the 
four player game? 

You can play with up to four 
players on screen at once, each using 
a quarter-screen window. Racing 
through the halls and corridors of 
specially designed levels is an experi- 
ence that can only be matched by 
multi-player Quake. The frame rate is 
great, but it does work better in two 
player mode, thanks to the cool 


1 Bond, honifled at the lack of gorgeous girls with weird names, contemplates suldde or bungee Jumps from a dam, you decide. 2 Objects, once shot, retain any damage they sus- 
tain, even iHose up. 3 Bond can duck, or lean around ol^ects to shoot, a little like Time Crisis. 4 Those crates will explode If you shoot them enough, so get a clean shot 






ALTERNATIVES 

ra>K 

Hexen W ?.H 


( REUmUtS 

mULTI-PLmER Bonus Tims! 


Mthough the single player game is absoming 
and tun, there’s nothing quite tike multi-player 
deathmatches against your friends. Goldeneye 
supports up to four players simultaneously in 
specially constructed arenas. Each player 
controls a different character as they run, 


Quake-sfy/e around the daunting terrain, 
blasting and trying to stay alive. Its not as easy 
as it looks. And no, you cant really keep track 
of your enemies by looking at their little win- 
dows — you’re too busy concentrab'ng on your 
own survival. 


OHMSS 


W A««ni Jamti Bond 
MsjOen t ArUngaM 
P<ri I. Dam 


B- NifC4^ d*U bMkup 
d B«ralB iunnfi from pMfotfn 


:v 


rtf 


Read the mission inlets carefuiiy, they 
change depending on difficuity ievel. 


‘Panavision’ mode. 

There are tons of hidden 
secrets in the game too, but the 
sheer number of things that need 
to be achieved on each mission 
should keep you busy for a very 
long time. 
Selectable 
levels of dif- 
ficulty alter 
the number 
of objectives 
per mis- 


sion, but even on easy level, this is a 
daunting task. Goldeneye is a classic. 
It’s one of a kind and puts most first 
person shooters to shame. We can’t 
recommend it highiy enough. 

Everyone in the office who owns a 
Nintendo 64 has either ordered, 
bought or is pianning to by this game 
and we can’t really reccomend it any 
higher than that. This should keep you 
happy until Zelda comes along, and 
beyond. The only N64 game that’s bet- 
ter is Mario 64. 


sjlenceron 
pistol allows 
you to kill bad 
guys without 
drawing unwel- 


1 Mnwn, sniper rifle again. Take out tower guards from miles away. 

2 You can dhnb towers to snipe on enemies below. 3 You can pop up 
from behind shields like crates, to kill bad guys. 4 Accurate physics 
make targetting tricky — Ihe gunsight wavers a little as you aim and 
you need to n»ke minute adjushnertts to keep your ahn steady. 

5 Shoot oirt the glass before you take ahn, most winiiows can be 
destroyed. 6 This grate In the floor looks like decoration, birt you can 
shoot guards as they walk uruter It, making the next part of the game 
Jirst a littia bit easier. There are lots of these 
touches in the game. 


THE LINE 





OAUm & VIDEO 

GRAPHICS T 

msic a 

SOUND EFFECTS 1 


OGAMEPLAY 

INTERACTION 

BALANCE 1 

DEPTH 


OSPECIAL 

EXTRAS 3_ 

PRESENTATION M 

INNOVATION KJ 
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GENRE. Acton e PLAYERS. 1 e PUBLISHER. Fox IwEmcnvE e DEVELOPER. Arconajt e RATING. KA e N.S.R.P. 


c 


neumm 





revie: uj 


FLAYSTAT 


Is fox’s feisty little Croc all he’s cracked up to bef 


■ ■ a hen Fox and Argonaut set 
M ■ M out to begin production 
afllF on Croc, they were told, 
time and time again, that the 
PiayStation couldn’t do graphics that 
resembled those on the N64. The 
skeptics couldn’t be more wrong. 

Fox’s little labor of love, Croc, 
turned out to be a complete graphic 
treat, with smoothly textured polygo- 
nal environments and characters, 
crafty nighttime and daytime light 
sourcing, and some of the most 
detailed character animations ever 
seen on any system. The opening 
story cinemas show off the typical 
high-end quality found in most recent 
PS games, 
but it’s 
the 


actual look of the game, itself, that 
guarantees a captive audience. And 
for one rare moment in gaming his- 
tory, how beautiful the graphics 
appear actually translate over to how 
well the game plays. The way that 
Croc runs, jumps, swims, and grap- 
ples shows off the power of the 
PlayStation, while the fluid handling 
and tight controls of the actual game 
are distinctly comparable to those of 
Tomb Raider’s Lara Croft. It’s no 
doubt that when you first begin guid- 
ing the reptile around the lower set of 
levels, you’ll be bowled over by the 
look and feel of the game, but unfor- 
tunately, the substance behind the 
style starts to regrettably wear thin. 

The overly simplistic level 
designs, painfully easy bosses and 
noticeable infrequency of enemy 
interactions threatens to lull the avid 
gamer into a droopy-eyed trance, 
making even the 
Apparently, Chh: cool ‘Peanuts-y’ 

was adopted by a soundtrack sound 

bunch of fuzzy, liNe lullaby music. 

Muppet-like crea- There’s an undefin- 

tures. It figures... able sense of 


doesn’t harbor 
much of a chal- 
lenge as ttils screen 
shot Implies. Mote 
simpllsttc level 
designs run rampant . 


spatial emptiness 
that seems to 
hang over 
Croc’s head 
throughout 
the game, but 
to the game’s 
favor, with the 
countless levels, 
secrets, and bonus 
areas. Croc manages to strike an 
even balance between ‘challenge’ 
and ‘pushover’ in the end 




‘ ^ !• 

) I 





the: line 


OAUm & VIDEO 


OGAMEPLAY 


OSPECIAL 


Who cares if he’s a 
Mario Imposter In cute 
crocodile clothing? 


The huge cache of secrets and 
bonus areas left to discover In 
Croc will keep you coming back 
for more. 

Meet Croc’s nemesis and watch 
him unload his eidl laundry on 
helpless creatures 
of nature In 
some nice, 
pre-boss level 
cinwnas. 



Nothing 
like a tall-to-gut rumble with 
the one and only Abominable 
Snowman! He’ll go down easy 
with three well-placed tall 
swipes to the belly. 


ALTERNATIVES 

, 'SM ^'llario 

Cra sh ..B^cftgoot 



RATING 


GRAPHICS 

la 

INTERACTION 

1 

EXTRAS 

]£] 


MUSIC 


BALANCE 

b 

PRESENTATION 

7 


SOUND EFFECTS 

1 

DEPTH 


INNOVATION 

7 

\ 
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SAMSUNG 


/hyper 
anhpl^fied 
I sc^un/j 


itereo/surrourta sou 


precision-adjusmbl^teneo 
speaker doors/ / / / 


ideo game spun' 


1 3” color W vyith 
181-cnannel t/inir 


xtrerpe 

ppw/er 


multiple ganie systeim 
hook-ups \ \ 


lacklitVemotbvcontrol 




I / 

F# ; / 

itiortal petailers 




foXmore infcrmatton (^the GXTV^^Odel GXEISJ^SS), 


:/>^xtv^osimpl^om/ 


^itn’.iiiiti [ icK.ltoiiif;:. Aituincn, inc. 




HEUIEU/S 


GENRE. Amwure 


PLAYERS. 1 


PUBLISHER. AamsiON e DEVELOPER. Aieune e RATING. KA 


n.S.R.P. 


REVIEW 



^ ©: 



A game like this could only come from France. 


O ften, when a game origi- 
nates in France, it gets 
iabeied imaginative (think 
weird), unusuai (even weirder), or 
atmospheric (you get the picture). 
Twinsen’s Odyssey happens to be aii 
those things, wrapped up with some 
extraordinary gamepiay. 

The game foiiows the adven- 
tures of Twinsen, a hero who recentiy 
saved his worid from an evii and typi- 
caiiy bizarre French viilain. After 
compieting that Journey, he under- 
takes a small new adventure that 
snowballs into a massive quest. This 
expedition takes him through strange 
worids with stranger inhabitants, in 
visiting these reaims that are popu- 
iated with taiking cows, dimwitted 
eiephants, and siightly disturbing 
wiener-peopie, it is evident that this 
game comes from a mixed-up iand 
where Jerry Lewis is a genius and 


REflUIREflENTS 

O qafadx or better 
9 lb MB RAH 

9 SVGA graphics 


Mx CD-ROM drive 


Play with the right 
ingredients, and the 
Wizard’s magical girl- 
friend appears. 


Gerard Deparduex a good-looking, 
romantic ieading man. 

Like most adventure games, 
Twinsen’s Odyssey invoives a good 
amount of random object hunting to 
proceed through the story. What this 
game does far better than most, how- 
ever, is give piayers an intriguing and 
varying enough worid to keep them 
interested in the expioration. The 
iocations where objects are hidden 
are unique and stunning enough that 
searching new areas for whatever 
inane artifact needs to be found, pre- 
sents an exciting opportunity. 

Aii of these imaginative envi- 
ronments are dispiayed with a siiky 
smooth 3D engine 
that aiiows piayers 
to view the action 
from a variety of 
angles. Whether it is 



The Utile 
touches (like the 
bee wealing a cow- 
boy hat) are what 
make this game 


a go- 
kart 
driving 

rabbit or an aiien badiy disguised as a 
cactus, the design and animation is 
simply breathtaking. 

Severai smaii issues keep 
Tw/nsen from being a perfect game, 
however. Whiie the story is strong 
enough to keep the game moving, the 
voice-overs are cheesy enough to 
beiong in a matinee showing of 
Godziiia vs. the Partridge Famiiy. The 
wide variety of voice sampies in the 
game is an admirabie feature, but 
sometimes more of a bad thing is, 
weil. Just a bad thing. 

Even though the game is set in 
reai 3D environments, it is an adven- 
ture titie, not a piatform game, 
something the deveioper sometimes 
forgets, in severai instances, arbitrar- 
iiy difficult platform elements 
become part of the game, 
but rather than adding to 
the overaii enjoyment of 
the action, they are a 
tedious distraction. 

Even with these minor 
fauits, Twinsen’s Odyssey 
remains an absorbing and 
addictive titie worth the 
price for anyone who 
enjoys a good adventure. 




1 Sneaking into Temple Pailc will 
get you In trouble with the grumpy 
security guard. 2 Even the build- 
ings in Twinsen’s Odyssey are 
visually stunning. 3 The only thing 
more disturbing than a wiener-guy 
Is a wiener-guy In combat 
fatigues. 4 These UFOs explain 
some of this title’s out-of-thls- 
world environments. 5 The 
DIno-fly is a necessity for reaching 
the ends of Twinsen’s world. 

ALTEm^ iVES " 

Tonrtj Raijfer ‘ 
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GREAT CD-ROM DEAL 



Blood 

Arcade style 5115100 
DOS/WC 486/66. 16mb, J 



Duke Nukem 3D; 
Atomic Edition 

Arcade Style 5105804 
DOS 486/66, 8mb 


Command & Conquer; 
Red Alert 

Strategy Game 5105101 
DOS/WC Pentium, 8mb 


First Aid 97 Deluxe 

utilities 5098306 

WIN 'W 486, 8mb 


NASCAR Racing 2 

Driving Sim. 5104609 
DOS/WC 486/66, 16mb 


Quake 

Arcade Style 5097902 
DOSWC Pentium, 8mb 


GIVE OR GET CD-ROIIIk FOR 


PLUS 1 MORE AT 
GREAT SAVINGS! 

(See details below.) 


:Links LS 1998 Edition Sports 5121702 

M’95 Pent9p,16mb 
Shivers IWo: Harvest Of Souls Adventure 5110002 
WINS, 1/WC 486/66, 12mb 

.Graphics Converter Home/Personal 5120506 


.rn^^Front Page Sports: Golf With 
^-•"^^Coeur D'Alene 

WW '95 Pentium, 16nfib 
Pod (MMX compatible) 

WIN *95 Pent120.16mb 


The Roberta Williams 
Anthology 

DOS/WC 4^, 8mb 

Adventure 

5107206 

Select Street '97 

WIN3.1/WC 386/25, 4mb 

Travel 

5106406 

Toonstruck 

DOS 486/66, 16mb 

Adventure 

5104708 

Hoyle Classic Games 

WIN3.1/WC 486/33 or MAC 68040, 8mb 

Strategy Game 

5053202 

Rama 

DOS/WC 486/66 or MAC 68040, 8mb 

Adventure 

5092002 

Front Page Sports 

ITophy Bass 2 

WIN3.1/WC 486/66, 8mb 

Sports 

5093604 

Freddi Fish 2: 

The Haunted Schoolhouse 

WIN3.1/WC 486/33 or MAC 68040, 8mb 

Children’s Enter. 

5093406 

Mechwarrior 2: Battle Pack 

WHi'W Penbum,16mb, J 

Arcade Style 

5108501 

/^c^Reader Rabbit 1: Deluxe 

^-?^WIN3.1/WC 386/25 or MAC 68030, 8mb 

Children's Ed. 

5110705 

Lords Of The Realm II 

DOS/WC 486/66, 8mb 

Strategy Game 

5102108 


/ttp^)Rebel Moon Rising 

Pentium, 16mb 


Sports 
Arcade Style 
Arcade Style 
Arcade Style 


5117106 

5108709 

5117007 

5091905 

5050208 


Mechwarrior 2 Mercenaries 

DOS/WC 486/66, 8mb, J 

>nqu 

DOS/WC 486/66, ,8mb or MAC 68040, 16mb 

Jumpstart First Grade Children's Ed. 5045901 

WIN3.1/WC 486, 4mb or MAC 68040, 8mb 

Jumpstart Kindergarten Children’s Ed. 5027701 

WIN3.1/WC 486, Imb or MAC 68040, 4mb 


Jhe Jenny Craig Cookbook Home/Personal 
'WIN3.1/WC 486/33, 8mb or MAC 68040, 4mb 


How To Select CD-ROMs For Ygui System. 

Each selection includes the following important information: 
minimum system required, minimum CPU required, minimum 
RAM required, and required peripherals in addition to a 
mouse and keyboard (J=joystick, P=printer). 

For all titles, the minimum syst^ requirements recommended {unless 
otherwise indicated) are: Hardware: SVGA monitor (256 colors), sound 
card, 40mb hard drive, double speed CD-ROM drive. Operating a **-- 
DOS 5.0, Windows 3.1, Macintosh System 7.0. (W=WIN ^ compal 
WIN ’95 =designed for Windows yS onty. Penl,=Pentium. 


A whole new way to get the most 
exciting CD-ROMs this holiday season - games, reference, 
edutainment and more - all at great prices! Great to give as gifts. Great to keep for ' 
yourself. Just write in the numbers of the 2 CD-ROMs you want for $4.95 each, 
plus shipping and handling. In exchange, you agree to buy 4 more CD-ROMs in 
the next 2 years, at our regular prices (currently as low as $29.95, plus shipping 
and handling) - and you may cancel membership at any time after doing so. 

What’s more, you can get one more CD-ROM right now for the low price of $1 9.95 i 
and have less to buy later (see complete details in coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
times a year) reviewing our Featured Selection - plus scores of alternate choices, 
including many lower priced CD-ROMs. And you may also receive Special Selection 
mailings up to four times a year. (That’s up to 1 7 buying opportunities a year!) 

Buy only what you want! If you want the Featured Selection, do nothing - 
it will be sent automatically. If you’d prefer an alternative selection, or none at all, just 
mail the response card always provided by the date specified. You’ll always have 14 
days to decide; if not, you may return the selection at our expense. 

Money-Saving Bonus Plan. If you continue your membership after 
fulfilling your obligation, you’ll be eligible for our generous bonus plan. It enables you 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to 
remain a member! 

10-Day Risk-Free Trial. We’ll send details of how Columbia House CD-ROM 
Direct works along with your introductory package. If you’re not satisfied, return every- 
thing within 1 0 days at our expense for a full refund and no further obligation. 

Act now, membership in CD-ROM Direct may be limited. 

For faster service, use your aedit card and call us toll-free 24 hours a day. 


The 7th Guest 

DOS/WC 386 or MAC LCIII,4mb 

Interact. Game 

5004700 

Earthsiege 2 

WIN '95 486,8mb,J 

Arcade Style 

5080700 

Phantasmagoria Interact. Game 

00S/WIN3.1/^ 486/66 or MAC 68040, 8mb 

5004502 

The 11th Hour 

DOS/WC 486/66, 8mb 

Interact. Game 

5054309 

Nickelodeon: Director's Lab 

WIN3.1 486, 8mb 

Children’s Enter. 

5081005 

Indycar Racing II 

DOS 48&66. 8mb orm PMAC, 16mb 

Driving Sim. 

5083308 

Floorplan Plus 3D 

WiN3.1/WC 386. 4mb 

Home/Personal 

5084702 

Command Aces Of The Deep 

WIN '95 486/33, 8mb 

Strategy Game 

5080809 

Masterclips 35,000 Premium Image 
Collection Clip*Art Library 

WiN3.1/WC386,4mb,P 

5084801 

VMath Rabbit 

%IN3.1/WC 386/25 or MAC 68030, 8mb 

Children’s Ed. 

5110309 

Print Artist 4.0 Home/Personal 

WIN3.1/WC 486/33 or MAC 68030, 8mb, P 

5089305 

leisure Suit Larry 
^Collection 

DOS/WC 486, 4mb 

Adventure 

5116009 

— — — — 1 




vBeavis And Butt-Head In 
/^Screen Wreckers 

WIN '95 486/66, 8mb 

Home/Personal 

5117205 

Interstate '76 

WIN *95 Pentium. 16mb 

Arcade Style 

5108600 

^Zork: Legacy Collection 

^DOS/WC 486/^, 8mb 

Adventure 

5114004 

Flying Corps 

D(JS/WC Pent90. 16mb. J 

Flight Sim. 

5105606 

^Logic Quest 

^WIN3.1/WC Pentium. 8mb 

Children’s Ed. 

5110200 

Final Doom Arcade Style 

DOS/WC 486/33. 4mb or MAC 68040, 8mb. J 

5083209 

Beavis And Butt-Head 

In Virtual Stupidity 

WIN '95 486/3C8mb 

Adventure 

5075007 

Gabriel Knight: 

The Beast Within 

WIN3.1/WC 486/33 or MAC 68040, 8mb 

Adventure 

5060405 

Silent Thunder: 

A-IOTank Killer 2 

WIN '95 486/66, 8mb.J 

Flight Sim. 

5080908 

The Oregon Trail II Children's Ed. 

WiN3.1/WC 486, 8mb or MAC 68030, 5mb 

5078308 

The Time Warp Of Dr. Brain 

WIN3.1/WC 486/66 or MAC 68040, 8mb 

Children’s Ed. 

5106307 

Phantasmagoria: 

A Puzzle or Flesh 

WN'95 Pentium, 12mb 

Adventure 

5102801 

:Net Accelerator 
^WHr95 486, 8mb 

Utilities 

5120605 

WinDelete 

WIN3.1/WC386,8mb 

Utilities 

5084504 


Star Command Revolution 
pOS.486/66, 16mb 
3D Ultra Pinball: 

Creep Night 

Arcade Style 5088208 

WIN3.1/WC 486/33, 8mb or 
MAC 68040, 12mb 


Strategy Game 5115506 



CD-ROM DIRECT 


Columbia House CD-ROM Direct Bloomington, IN 47404-149^ 

Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 
4 more CD-ROMs at your regular prices within the next 2 years. 

Send my CD-ROM selections for: (check one only) D PC ( 1 ) D Macintosh (3) 

Write in the selection #'s below 

IE 


Send me these 2 CD-ROMs for just $4.95 each 
plus $1 .75 each shipping/handling (total $13.40) 


# 


Buy your first selection now and have less to buy later! 

D Also send my first selection tor $19.95 plus $1.75 shipping/handiing which I’m adding to my $13.40 
payment (total $35.10). I then need to buy only 3 more (instead of 4) in 2 years, j# 


Please check how paying: □ My check is enclosed. (BYX/BY1 ) 

□ Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYY/BY2) 

n MasterCard D Diners Club D AMEX G VISA G Discover 

Account Number Exp. Date Signature 

My main CD-ROM intarast is: (check one) (Note: You are always free to choose from any category.) 

O Entertainment ED Education ED Edutainment ED Productivity 


(includes children's titles) 


Name_ 


Phone (_ 


J_ 


Address_ 
City 


Apt._ 


. State_ 


Zip_ 


1 - 800 - 792-1000 


Dept. 

SYZ 


Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
application, or to cancel any membership. Offer limited to residents of the contiguous United States. Residents of 
Alaska, Hawaii, Puerto Rico, U.S. territories, APO and FPO addresses please write for separate offer. 

Applicable sales tax added to all orders. F97-CDR-10G2 ©1997 The Columbia House Company 
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memory repression, and prostituton. 
This morbid storyline is perhaps the 
darkest offering of the series, which 
constantly eats away at the charac- 
ters’ moral fiber. However, the way 
the characters deal with this grief 
pays off later, as they grow and learn 
to deal with their predicament. 

What’s to say about 
the graphics? The game 
Is absolutely gor- 
geous. Let’s just say 
that they’re proba- 
bly the game’s 
biggest selling 
point. Every town, 
house, room, toilet 
(yes, even the toi- 
let) is rendered right 
down to the last detail. 

The innovative use of 
integrating seamless Full 
Motion Video into the storyline is per- 
haps the most stunning element 
incorporated into the FF series yet. 
Square has definitely pushed RPG 


T he senes responsible for 
putting Square on the 
videogame map is Final 
Fantasy. It’s also a series who’s 
name is synonymous with quality and 
excellence. English speaking gamers 
have been awaiting this title for over 
two years now, and their prayers are 
about to be answered. But how does 
this title compare to the previous FF 
incarnations? Does it live up to all the 
hype? For the most part yes, it does. 

Final Fantasy VII starts off as 
your run of the mill RPG, but rt soon 
turns into much more. The protago- 
nist, Cloud Strife, comes off as your 
stereotypical hero at first — a soldier 
for the corrupt Shinra government 
that turns rogue due to the persua- 
sion of money and, soon afterwards, 
ethics. And this is where the ride 
really begins. Cloud and his party not 
only have to deal with the impossible 
odds that stand against them, but 
also the issues of planet’s environ- 
ment, self sacrifice, corruption. 


mtefactive 


allow for 
full character 
InvolveiiieiiL This 


The Airship can 
lly go through 
three different 
transfonnatlons — 
each version being 


storytelling and interaction to the next 
level with this feature. 

Once again, the battle system 
relies on a pseudo-real time engine, 
that makes fighting a lot more inter- 
esting than the usual turn-based 
system. The new additions of the 
‘Limit Breaking’ and ’Materia’ sys- 
tems enable characters to use spells, 
steal from enemies, summon Espers, 
and commit a volley of differentiated 
attacks. Very cool. Battles may still be 
the result of random encounters, but 
all the new abilities characters pos- 
sess make fighting a lot more 
enjoyable. 

Then, there’s the music. For 
some reason. Final Fantasy Vll’s 
soundtrack lacks the same inspiration 
that has made the series famous for 
its outstanding scores. The music 
does match the mood of the game 
(which is dark), but it just feels out of 


place. Perhaps, it’s the coupling of 
32-bit graphics with 16-bit PCM 
sound, or maybe it’s because of the 
absence of a redbook audio sound- 
track. Whatever it is, the music lacks 
the enthralling motivation it had in the 
past. And yes, the trademark FF fan- 
fare music is still in there for purists. 

Square’s translation of the sto- 
ryline is a little shaky, but excellent 
nonetheless. At times, the dialogue 
can becomes a bit 
monotonous, but 
this doesn’t hurt 
the overall pack- 
age. What 
does hurt, in 
this 

reviewer’s 
opinion, is 
Square’s 
insistence on 
generic 


1 Tlw Chocobo Farm Is where your party can house and mate Chocobos! 2 You won’t see this gratuitous Ufa shot in the Japanese version! 3 Limit Breaks can performed when 
characters sustain a certain level of damage from the enemy. 4 Yuffie’s ‘Guardian’ Limit Break can do up to 6,000 potaits worth of damage! 



□AM ULTRA GAME PLAYERS 


http: //www.ultr'agp.com 





the: line 


I OAUHO & VIDEO OGAMEPLAY OSPECIAL 

I GRAPHICS ID INTERACTION ID EXTRAS M 

■ nUSIC 7 BALANCE III PRESENTATION ID 

I SOUND EFFECTS T DEPTH ID INNOVATION ID 

http: //WWW. ultragp.com 


. . Arws_H3t 

Snini^ t^e H oly .Ark 

Vandal Heart'S® 


ULTRA GAME PLAYERS 055 


oJAWN mMTES 


1 The dynamic camera likes to 
zoom hi and out Hriiile panning 
around the action. 2 The 
Bahamut Zero spell is one of the 
most powerful summoning spells 
In the game. 3 Some creatures 
can be severely damaged by your 
spells, while others may get 
healed! Dahl 4 Get used to being 
taunted and played as 
Sephlroth’s puppet s Sephlrolh 
may not be a god, but his power 
levels are neaify off ttw scale. 

6 Even the non-SGI created 
graphics are impressive. 7 Cloiid 
can bifBct some serious damage 
to his opponent when his Level 4 
Undt Break erupts. B If you value 
your Bfe, you won’t challoige 
this weapon with yow 
puny submarine. 


stereotypes. Barret looks and speaks 
just like Mr T. It’s kind of grating after 
a while and shows a lack of imagina- 
tion at script time. This Ill-conceived 
dialog may be fine for younger play- 
ers, but older players might not be so 
amused by the clumsy Inclusion of 
Ebonics and street talk. However, this 
is not to say that US players are being 
shafted with a shoddy translation. 

Last January, Square released a 
somewhat incomplete version of FFVII 
to Japanese consumers. The US ver- 
sion contains over a minute of new 
FMV footage as well as three new 
bosses to fight. Other minor things 
have been fixed, but US players prob- 
ably won't know what they are unless 
they’ve played through the Import. 
Believe it, RPG nuts, you are actually 
getting a superior product Just for 
being patient. What a deal! 


Final Fantasy Vf/sports some very enticing 
additions ttat were absent in the Japanese 
version. For instance, over a minute of 
new FMV has been added which 
shows the ‘Weapons’ escaping 
from the planet This new scene not 
only adds some gratuitous scenes 
of everyone’s favorite Tifa, but 
also explains more about the 
Weapons, themselves. In the 
Japanese version, Cloud and 
his party could only fight one 
of the Weapons, the Ultima 
dragon, but In the US ver- 
sion, up to four of them 
can be battled against! 
But, don’t think Biat these 


Final’s graphics are tnily a spectacle to 
behoM. Simply breathtaking! 


EHTm, EHTRm 


are pesky creatures. Two of the Weapons sport 
vitalities of over 1 million hit points. Also, a few 
things, like a shortcut to die Chocobo farm and 
newly animated backgrounds have been 
added. Very cool. 
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C ALTERNATIVES 

f thunder Truck Ra'uy'T" 

Test Drive Off Road 7.' 
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FLAYSTAT 


'nRSEHEi 


There is no substitute^ except ma^tie Rage Racer... 


Lamme 
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For some reason, the cockpit 
view Is the only one available In 
two player mode. Gahl 


Draw hi Is ndnlniized hi two 
player mode because the hortzon 
Is so low. 


star of the game, certainly not 
the game graphics, which suf- 
fer from outrageous pop-in. 
Blocks, rather than buildings, 
suddenly appear, almost in 
your lap at every turn. 

There are some great 
things, like the challenges 
issued by the various drivers, 
which add a competitive ele- 
ment before each race. And 
there are four tracks, each of 
which has potential Hidge 
Racer- style detours. There’s a 
hidden car and driver and 
again, lots and lots of options. 

This might not be enough 
though, especially with the 
huge nmber of high quality rac- 
ing games available on the 
PlayStation. Of course the fact 


, Need 


T his looks a heck of a lot bet- 
ter than it actually is. At first, 
when you sit down to play 
Porsche Challenge, it all looks so 
good. The presentation, the title 
screens, the music — everything is 
handsomely executed. So why the 
long face? 

Well, there are so many impor- 
tant things missing from this game. 
Perhaps the most glaring and obvious 
omission is cars. We understand that 
the game focuses on the delicious 
new Porsche Boxster, but why is that 
the only vehicle in the game? Surely 
other Porsches, past and present 
would have been valuable 
additions. The fact 
that you can only 
change the 


As the ‘cam- 
era’ zooms bi 
to a two 
player race, 
you’ll note 
that the cars 
arecoupesl 


1 Aah, a silver Porsche Boxster. Easily the best looking new 
Porsche bi the last thirty years. 2 Snow does affect your traction, 
and a slippery ride can end hi disaster on any turn. 3 Draw-In Is 
quite shockhig. the frame rata Is smooth and the horizon Is right 
bi front of yore' face. 4 With title screens Hke this, this game Is 
sure to win the title screen championship (Pm sorry... ). 


color and driver of 
the car is not 
enough to keep 
interest for long. 

The other 
big probiem is in 
the other racer. 

Yep, racer singu- 
iar. You can oniy 
race against one 
other car at any 
given time. 

Obviousiy not so 
much of a prob- 
lem in two piayer 
mode, but quite a 

disaster for one piayer. There are 
options built around this, such 
as ‘catch-up’, which pre- 
vents one piayer from 
getting ridicuiousiy far 
ahead of the other. 
Races can be tense, 
but seldom exciting. 

in two piayer 
spiit screen mode, 
there is oniy one 
viewpoint - inside the 
car. This can be annoy- 
ing, especiaiiy as the 
Boxster itseif is the reai 


that you get to drive realisticaiiy buiit 
Porsche poiygons is quite a draw, 
especiaiiy in simuiation mode — 
where the car is modeiied closeiy 
after the reai thing, if that doesn’t 
interest you, then by aii means get 
another racing game. This is good, 
but not the best game out there by 
any stretch of the imagination. 








YOU SEE A NEW 
ADVENTURE HERO. 




I Croc, the crusading crocodil| 
rescue his peace-loving Gobbo Islander frieittls from 
the grasp of an evil magician, Baron Dante. Croc must overcome obstacles 

like lava flows and castle trap doors to battle monsters including swarming sharks to giant bees. Each island world brings a new 

adventure to Croc, as he hunts for powerful crystals and the pieces to the puzzle that will release his friends from the Baron's spell. 


ES SEE A 




• F ree roaming 3D gameplay lets you go anywhere as you run, jump, climb, push, swim and jelly jump! 

• Breathtakingly lush graphics in over 50 amazing environments including forests, glaciers, deserts, lava flows and underwater caves. 





NEW SET OF LUOCAOE. 


LECEND OF THE COBBOS 


www.foxmteracfive.com 




Croc© Argonaut Software Ltd. 1997. All rights reserved. Croc and Croc: Legend of the Gobbos are trademarks of Argonaut Software Ltd, 1997. © 1997 Twentieth Century Fox Film Corporation. All rights reserved. 
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. Windows and the Windows'’^ 95 logo are the trademarks of 

Microsoft Corporation. All Rights Resen/ed. 
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REIVIELJ 


^ATOC 



snTURnmnmBEHmBni 


Good old fashioned fun for everyone^ but the UnaBomber 


a ■ ■ ith the likes of Atomic 
m ■ M Bomberman on the PC, 
mtkw and now, Saturn 
Bomberman on the Saturn, UGP’s 
little bombin’ buddies seem to be 
making a resurgence in a big way. Of 
course, these latest incarnations 
always seem to come up a bit short 
when compared head-to-head 
against the utter multi-player 
perfection of Super Bomberman 2 tor 
the SNES. 

For it is multi-player gaming 
that Bomberman is all about. Saturn 
Bomberman’s distinction Is that It 
offers an Insane, ten man, wide 
screen version of the classic Battle 


Mode. It should be noted that bomber 
fans will need a couple of Sega’s Six- 
Way Multi-taps to access this game 
mode against other human oppo- 
nents. The gameplay of the ten man 
game Is Initially discouraging 
because the characters and power-up 
icons are so tiny, but after a while, 
the Inherent goodness of the game- 
play takes over and players can enjoy 
the unique nature of this new mode. 

Despite this cool new feature, 
Saturn Bomberman offers much 
tighter and deeper gameplay when 
playing In the normal view. Besides 
the more sensible scale of the char- 
acters and icons, fewer players mean 


MuRi-playsr 
madness Is wtiat 
Bomberman has 
always been 
about and Saturn 



that each player has an opportunity 
to acquire more power-ups and the 
overall strategy elements of the game 
become more focused. Bomberman 
traditionalists may complain about 
the Inclusion of the hated kangaroos 
(which were absent In SB2) and the 
fact that the beloved glove Icons are 
few and far between, but there Is a 
basic goodness to the gameplay that 
survives this new interpretation. 

Lonely gamers will undoubtedly 
take a look at the couple of one- 
player modes which feature a 
decidedly more puzzle game-llke 
gameplay. It should be noted that It 
was the one-player mode In Super 
Bomberman 2 that caused 
the game to be scored at 
8.6 (It should probably 
have been scored higher 
than 9.0 anyways). The sin- 
gle player modes in Saturn 
Bomberman are more intri- 
cate and challenging, but it 
will definitely be a different 
type of gamer who enjoys 
those modes over the 
excellent Battle Mode. 

Still, as Bomberman 
games go, Saturn 
Bomberman Is probably the 
best in the series since 
SS2and new fans should 
enjoy It Immensely. 
Traditionalists may find the 
game to be an Interesting 
diversion, but will ulti- 
mately go back to SB2 
while grumbling miscella- 



Anlmated 
HVIV 
sequences are a 
nice plus In tbe presentation depart- 
ment There’s nothing cooler than 
bomb-tossing Ninjas. 



You too can experience the adulation of 
your peers. Of course, they’ll ardually be 
dead peers. 


neous curses about gloves, kanga- 
roos and the like. 


ALTERNATIVES 


Atomic Bomberman ft.O 


-ftAstJBytygC-TjT. 



The crazy 'Wide View’ allows up 
to ten players to play at once. The 
characters are Uny, but the game- 
play Is Insane. 


the: line 


Ninja color Is no longer selec- 
table. For that matter, what’s 
with those other goofy charac- 
ters? What the hell? 


A variety of different stages offer 
different challenges. The soccer 
stage takes 90 minutes to play 
and ends in a he. 


There are a couple of single 
player modes that allow loners to 
experience a less intense form of 
bombing goodness. 
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r 2,000 yeaf=s^go, ' 
the Great Wall 
divided those who had it 
from those who didn’t. 




wheelie on both molotroSS 

■■ porhikoi - Tutbo-slecr on 
one wheel. 


'M ' 






^Wv 
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95 PC CD ROM 


Also available for Windows 



through rorners 
ID wads of dirt. 


over and hit 220 
the straightaway. 


Moto l^cicer.^ 

Fast, arcade-style motor<ycle 
for your PlayStation.™ 


KIDS TO ADULTS 


vsnArw.mracereCom 


ELECTRONIC ARTS 


PlayStation 


© 1997 Delphine Software International. Moto Rarer, Delphine Software International and the Delphine Software logo are trademarks of Delphine Software International. Eleclffly^ 
logo are trademarks or registered trademarks of Electronic Arts in the United States and/or other countries. The ratings icon is o trademark of the Interactive Digital Software Assol 
PlayStation logo are trademarks of Sony Computer Entertainment. Windows is a trademark or registered trademark of Microsoft in the United States and/or other countries. 
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THE LINE 


FLAYSTAT 


Never has the ujord ‘Fantastic’ been so abused 


OSPECIAL 


omio & 


VIDEO 


OGAflEPLAY 


INTERACTION 


EXTRAS 


GRAPHICS 


PRESENTATION 


NUSIC 


BALANCE 


INNOVATION 


DEPTH 


SOUND EFFECTS 


1 The rendered liitm and titie 
ecreene ae Indy spectacular, but 
ttie game ftseif lacks visual style. 

2 Tbe loading screen game is as 
much, M net more, fun as the 
game itself. Just like Soper Sprint, 
but with guns. 3 dobbertn’ timel 
4 Aah. A Indy abysmal game. We 
haven’t seen one of those for a 
long Ome. It’s abnost a welcome 
change of pace. 


ALTERNATIVES 


jCFteh EatiBa: Bacteria 'S/ia - 

-? Ebola H/A * 

nSsSi-M. 


■ ■ V ell, it was a quiet Friday 

■ M M afternoon. Life was good. 
vIMf I was feeling happy and 
confident. A new game fell on my 
desk, with the words, ‘Please review’ 
mysteriously attached. ‘Hmm,’ I 
thought, ‘a new game from Acclaim, 
featuring the Fantastic 4. 1 love the 
Fantastic 4. 1 hope it’s good!’ 

And so here I am, several days 
later. A broken, bitter man. A shadow 
of my former self. And why? The 
Fantastic Four Is terrible. Normally a 
game only affects you If it’s good. You 
lose sleep, your social life suffers, you 
don’t go out so much. The same 
symptoms seldom occur when a 
game Is bad, but this is an exception. 

Imagine, if you will, a game that 
relies, for the 


most part, on walking around punch- 
ing bad guys with little or no variety. 
Sure, you can choose from any of the 
Four, Mr. Fantastic, The Thing, 
Invisible Girl and of course, the 
Human Torch. But since they all 
behave in pretty much the same fash- 
ion, the difference Is negligible. 

Graphically, the game has a lot 
going for it. When you first load it up, 
you are greeted with some pretty 
darned spectacular scenes — intro- 
ducing the good guys in all their 
majesty. Once you pass this cool 
pre-rendered Intro though, it all starts 
to go horribly wrong. Although the 
animation is smooth, it’s unrealistic 
and odd-looking. The characters 
mince around in a completely 
unconvincing fashion. 

The gameplay (if that’s what 
you want to call It) consists of walk- 
ing, jumping and performing various 
martial arts 
moves. Each 
character has a 
special power-related ability, but 
frankly, this is sub-Final Fight stuff. A 
little Super Sprintstj\e game is 
playable on the loading screen and is 


BiNactaiaHy 
this game; be 
it rembiiis bbn 
of the olden days 
OYank, come see 


The Human Torab 
beats ig>. 


The bad giqrs are eHher fkfladously 
easy to beat, or )ust phdn anooyfng. 
Nothing bi between. 


says 


The backgrounds are nice, but the 
sprites are a Httle iess wea deiined. 

actually a lot more fun than the 
game itself. 

I’m sure that some Fantastic Four 
fans will appreciate their char- 
acters being brought to life, 
as well as a couple of 
newies, like the She-Hulk, 
but I love the Four and this 
just sucks the life right out of 
them. It would have been 
better for the world if this 
simply hadn’t been made at 
all. Still, it could have been 
worse, they could have given 
the X-Men or Spider Man 
this sort of horrendous 
treatment. So stick a big 
number four on your chest 
and start marching towards 
New York. I think It’s ciob- 
berin’ time for Acclaim. 
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REVIEW 


flaystat: 


The hippest dog in the industry comes out a rhyme ahead 


No time for stage frigiiti Hw last seg- 
ment wH have you free-stylng in front 
of an awHence for points. 


the reggae coastin’ 


achieve certain goals, like getting his 
driver’s license, baking a cake, or cut- 
ting in line for the bathroom. 
Therefore, you, the gamer, will be 
scrambling around the but- 
tons on your PlayStation 
controller, just so 
Parappa can drop the 
‘phattest beats’ sue 
cessfully and get 
to the John in 
time to unload. If 
you miss the 
beats on the button 
display at the top of 
the screen or hit too 
many wrong buttons, 
your ‘rap meter’ 
will plummet down 
to ’ll rappin Awful,’ 
and the game will be over. Sounds 
simple enough, right? But for the 
rhythmically challenged, this may 
seem a bit daunting. Even then, the 


feel, and humorous concept of the 
game is deceptively simple, but if you 
take time to actually notice the aes- 
thetic quality of the 
cinemas/characters and the detailed 
responsiveness of the actual game- 
play segments, you’ll realize that 
the game is actually an incredible 
meshing of art and player inter- 
action. The backgrounds and 
characters change their appear- 
ances and actions according to 
the position of the ‘rap meter’ on 
the screen. While the game will 
certainly turn off its share of general 
PlayStation owners, Parappa is defi- 
nitely a unique highwater mark in 
clever inventiveness and artis- 
tic creativity that everyone 
should at least take one look at, 
if not play for hours and hours. This 
game is just that damn cool. 

0FmKESCA KEYEE 


1 Mr. Onfonhead sure knows how to sfop down 
soow phot rfiynws wtdte t oa c l ilHg seH-dofensol 
2 Ah, tho classic Ino fuN of rappfei’ freaks wait- 
big for a wMbc in Uie loo’ segment.. Yon fust 
KNEW Uds was going to happen.. 


asm for the character and 
the game hasn’t subsided 
yet. Stateside, the rapping 
puppy’s rep has created a 
certain kind of under- 
ground fervor equalling 
subculture fanaticism, 
planting the seeds for pos- 
sible American success. 

This success solely 
depends on how curious 
the average U.S. gaming 
audience is, and how will- 
ing they are to invest in a 
game as strange and unde- 
niably cool as Parappa 
the Rapper. 

The game 
itself consists of a 
giant story, strung 
together by inter- 
active ’Simon 
Says’ -types of 
rapping segments. 

You get to fill 
Parappa’s boots as he 
daydreams and raps his 
way through an attempt to 
woo the girl of his dreams. Sunny 
Funny (she’s a flower, which in real 
life, makes the relationship quite icky 
and weird). In order to get with Sunny 
and be ‘Da Man,’ Parappa has to rap 
through various events in order to 


m ore of a pop culture phe- 
nomenon than a serious 
gameplay title, Parappa 
the Rappertook the Japanese 
videogame industry by storm when it 
was released last year. The enthusi- 


Tbe catcliiiiirasa of the Pmiipa 
Genentton wM gnbablY be the Up Hop 
Here’s seH-mottvaUoaei Mgli-cheese 
motto: q gotta b ei evel’ 


bianoraiis atament to the game that 
makes it tnily stand oat 
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■ iu youi opT.oneiils vitl-: 
LIQUID DEATH, ANTI- 
Piojectiles, Nuclear 
Cannons, "VtRATH of God 
earns, and much, much 


PlayStation 


©1997 interplay Productions. All rights .'•eserved. Red Asphalt and Interplay are trademarks of Interplay Productions. All rights reserved. PlayStation and the 
PlayStation logo are trademarks of Sony Computer Entertainment America. Allrights reserved. All other copyrights and trademarks are property of their respective owners. 
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Designed For 
Ni4 Rumble Pak " 
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OODOODDD* 


#1 ^ 


Join the battle in the 

ONLY GAME THAT MATTERS 


You WANT TD BE A HERD? 

Dogfight bogies and 

BOSSES OR GO HEAD-TO- 
HEAD IN TWO-PLAYER COM- 
BAT IN STUNNING GRAPHIC 
ENVIRONMENTS TO SAVE 


THE EARTH YET AGAIN. 


There’S 1 □ levels of 

FAST ACTION THAT 
DEMANDS FAST REACTION. 


© 1997 Video System Co.. Ltd. Paradigm Entertainment, Inc. AeroFighters is a trademark ot McO'RIVER, Inc. (Vdeo System U.S.A., Inc.j 

11155 Knott Ave.. Suite F. Cypress. CA 90630 Tel: (714)894-3355. Licensed by Nintendo. Nintendo, the Official Seal, Nintendo 64. the 3-D "N" logo, and 

the Rumble Pak are trademarks of Nintendo of America inc. ©1996 Nintendo of America inc. 




.yf'' 

f.' ..■• 


GENRE. Strategy o PLAYERS. 1 e PUBLISHER. nicwpwsE e DEVELOPER. Mnnos e RATING. T e H.S.R.P. 


( HEUIEUIS 




The aliens have landed and they are boring 




H t its best, the X-COM series 
combined the worid's best 
turn-based tacticai combat 
engine with the moodiness and sus- 
pense of the Alien movies. For two 
games, Mythos has managed to 
achieve that. X-COM Apocalypse Xnes 
to tap that vein, too, but somewhere 
aiong the iine, the deveiopers missed. 

From the very beginning. 
Apocalypse 1ee\s wrong, iike some 
siick Hoiiywood production with 
too many speciai effects. 
Mega Primus iooks 
reai, with traffic, 
poiiticai organi- 
zations, and 
pubiic approvai 
to worry about. 
However, 


way, the new interface adds a super- 
ficiai functionaiity. Some features, 
iike quick character rosters, are 
handy, but trying to investigate a 
buiiding after missing the first aiert is 
aimost impossibie, even after piaying 
the game for severai hours. 

Claustrophobia is an appropri- 
ate metaphor for gameplay. 
Mega-Primus may be a complex, 
detailed environment, but being con- 
fined to a single city is stifling, 
especially compared to the world- 
spanning adventures of the original 
game. As players send out their tiny 
complement of soldiers for the fifth 
time in 24 hours, they will begin to 
wonder how the hell a planet that’s 
been invaded twice, and has 
dimensional gateways hanging 
around outside its borders, could be 
so stupid as to use total amateurs to 
hunt down aliens. There’s no frustra- 
tion like watching your elite X-COM 
agent miss a seven-foot alien from 
three feet away. 

Apocalypse's saving 


Those Incendlarfes 
. . turn little green 

grace IS Its heart, the com- men Into lovely 

shades of charcoal. 


bat engine. It goes several 


you 
can’t 
a lot 
in the city, 

and players will real- 
ize that your 
interaction is limited 
to alien investiga- 
tions. In the same 


steps beyond its ancestors, incorpo- 
rating handy features like 
automatically saving time units for 
reaction fire and a pseudo-realtime 
mode. Combat is even more exciting, 
since your agents need to avoid prop- 
erty damage and killing civilians, or 
risk hostile uprisings against them. 

Ultimately, newcomers to the 
game may enjoy it for its union of 
combat and management, but all the 
new features do not make the third 
encounter better than the first two. 


e 


Ilia redux. 
30-stoiy aliens 
threaten 
ega-PrImus If you 
let things get 



REiaUIREriENTS 


o 

Mflti DX/4 or better 

0 

DOS S.D or lilindows 

0 

flflB RAH (DOS), lb HB 

e 

SVGA Graphics 

e 

4X CD-ROH Drive 




It’S a quiet city... too quiet. 



TTiese civliians will attack 
you If your agents piss 
them off. 


In ttie beginning, though, even hit- 
ting the broad side of a bam is 
asking too much. 

Oh, yeah. With training and bet- 
ter technology, your soldiers 
will make the Terminator look 
like the Tin Man. 


ALTERNATIVES 

tiasto- Of Orion A.1 
V Vand al Hearts B.A 
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Sometimes you'd feel 
better if you could just shoot 
every damn thing in sight. 


(BUT THEN THERE S THAT DEATH PENALTY THINfi.) 

Time to lock and lo^ pal. Straight from arcades 
everywhere, here comes Maximum Force. It’s you agaipst^ elusive 
terrorists and you control the body count. You’ll board helicopters, ATVs, 
underwater vehicles and shoot literally everything in sight. Gun down slimeballs on 
three completely different missions. Blast your way into more than 35 secret rooms 
(three times as many as Area 5 1 ) and blow everything away with extreme preju- 
dice. With Maximum Force, there’s no such thing as too much firepower. 

Go ahead; pull the trigger. And check out the Maximum Cool 



PULL THE TRIGGER 


t All ^ ’'y .1 I \-W. i, I '.j I-:' .:'l 

•I'j.itKi.- Mnyjirujtl' 1 • .'. .1 C-f AMri .,1:.. ,, .j , „ ' V ' 1 U.iic I nl-’i l.ui.-rir' . I'l.v/,!. 
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REVIEW 


PLAYSTATION 



Hey gang^ Ross Perot’s ‘giant sucking sound starts right here!!! 




■ jr M ay back in North Carolina, 
S m m a long, long time ago, two 
brothers named Orville 
and Wilbur Wright decided to build a 
machine that could navigate the great 
tunnels of the world as freely as the 
lowly earthworm. Of course, the two 
brothers blew It and ended up Invent- 
ing the airplane, but that hasn’t 
stopped THQ from trying to 
bring back the Wright 
brothers’ original dirt- 

Tbe CG rendecBd intro Is 
beautiful, as are the 
FMV sequences. 


Ob nel We’ve hit solM airi We’re 
gonna dieill 


delving dream. 

Bravo Air Race has very little to 
do with air; If you try to fly your plane 
out of the canyon you’re racing in, you 
come Into contact with solid (?) air 
and explode — something the Wright 
brothers obviously overlooked. The 
game begins with some 
beautiful FMV and 
computer 
rendered 
cutscenes 
of planes 
taking off 
and head- 
ing for the 
wild blue 
yonder, 
soaring high 
Into the sun. 
(Everybody sing!) 
You gotta ask your- 
self, what part of this 
‘airplane into the air’ principle con- 
fused the game’s designers? 

Instead, be prepared to 
drive through a whole bunch of tow- 
ering canyons and deep tunnels. In 
fact. In one race, you even fly through 


1 Far out! Dig those crazy trails! 2 Hey, 
sonwone took my PlayStation and left me an 
NESI 3 IT IS BALLOONIII 4 Here’s fly... I 
mean, digging at Its very best Mmm... tun- 
nels... 5 Tired of flying’ through dirt and 
rocks? Try a waterfall, instead! 


a waterfall, saving money on costly 
cleaning bills. 

The graphics are decidedly sub- 
par, with lots of clipping. The plane 
selection screens will make you feel 
like you’ve tIme-warped back Into the 
‘60’s, with the stunning ‘Trail-o- 
vision’ effect. There’s even a loading 
screen that looks like it was taken bit 
by 8-blt from an old NES game. 

The control Is really jerky and 
your aerobatics (dirtobatics?) are lim- 
ited to a left and right roll, which are 
Initiated via the shoulder buttons, ala 
Starfox64. The music is your stan- 
dard K-Tel heavy metal, which just 
about every flying or racing game 
seems to have nowadays. And get 
this: if you pass another plane on the 
course, the pilot screams at you to 
slow down. Good strategy, guys! 

There are a few genuinely sur- 
real moments In this game. At the 
plane selection screen, you’re 
offered the choice of a manual 
or automatic transmission 
(Huh?). Hit one of the canyon 
walls (this w/// happen with 
these controls), and you bounce 
off, slow down and are right 
back In the race again! Does 
the FAA know about this 
safety innovation? 

So, If you want to 
experience what the Wright 
brothers were really trying to 
accomplish, get this game. 
Otherwise, try a flying game. 
You’ll find It to be a completely 
different experience from Bravo 
Air Race. 



ALTERNATIVES 

Ace Combat S 'f.H 
Bogey Bead b 7,2 
Big Bug N/A 
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TT 


Sometimes a pretty face just isrft enou^. Go figure... 


O ccasionally, a game comes 
along that seems to do a 
number of things right (or at 
least, adequately), but the sum of 
those parts Just seem to come up 
short in the final analysis. Darklight 
Conflict, a moderately attractive 
space fllght-sim with Inoffensive 
gameplay. Is one of those games. 

Games like the Wing 
Commander senes, and more 
recently X-Wing IVs. TIE Fighter, have 
enjoyed a considerable 
success 
and gar- 
nered 
quite a 
following In 


the PC world. Whether because of a 
lack of graphical prowess, or the 
absence of analog control (until 
recently), the space flight genre has 
not enjoyed the same success on 
home consoles. In terms of graphics, 
Darklight Conflict on the PC looks 
superb (even to the extent that the 
player has difficulty differentiating 
when gameplay ends and cut scenes 
begin). Despite the use of all of the 
PlayStation’s lat- 
est lighting and 
transparency 
effects, 

Darklight 
Conflict on the 
console is 

mildly attractive at best. 

Control on the PlayStation ver- 
sion of Darklight Conflict \s a far cry 
from the analog Joystick world of PCs. 
Although Sony Is set to release an 
analog controller soon (not counting 

In the PC version of Oarkllght Conflict, 
the gameplay graphics look like cut 
scenes. On the PlayStation, the cut 
scenes look like the gameplay graph- 
ics. Disappointing! 


artdlght Conflict 
utilizes the 
ayStatlon’s bag of 
graphic tricks to 
good effect, but 
comes up short 
In gameplay. 


the already available Analog Flight 
Stick) and the game screams for It, 
Darklight Conflict on the PlayStation 
doesn’t offer analog compatibility. 
What’s worse, the digital control Is 
annoyingly sensitive, so much so that 
the player spends more time Inputting 
minute course corrections than set- 
tling down to actual game Interaction 
and strategy. 

Still, despite of Its flaws, 
Darklight Conflict couM 
have been competently 
entertaining if It wasn’t so 
bland and uninvolving. An 
overly long training session 
that requires the player to 
read miles of text in order 
to understand how to uti- 
lize an Insane variety of 
weapons Is the first monot- 
onous element 
encountered, but It Isn’t the 
last. The overall nature of 
the game Is one devoid of 
personality and fun. 
Missions are overly similar 
(could it be because you’re 
always flying around In a 
generic space environ- 
ment?) and as pretty as the 
graphics are, there Is 
always the feeling that 


1 Ught-sourclng is used to good effect, 
but the overall look of the game Is 
generic and barren. 

2 Okay, I know wo complain about FMV, 
but the prolific text in DaiUlght ConCIct 
is a drag. Keep scrolling... 

3 Sometimes there are ‘things’ in 
hyperspace that can damage your ship. 
Move up, down, left, or right to avoid 
them — woohoo... 

4 Docking with the mothership is fre- 
quently required task. Unfortunately, It’s 
hard to resist the temptation to blast the 
ship instead. 


you’re Just blowing up Inconsequen- 
tial polygons. 

Darklight Conflict seems like it 
has the elements required for a good 
game. Why those elements failed to 
come together to make an entertain- 
ing game Is somewhat of a mystery. 
But the fact remains, this game 
doesn’t make you care, and so, you 
shouldn’t care to play this game. 




f ALTERNATIVES 

LXd liSrSiZTae__FijaBl^ — 

jjULXgmmanfe. IV 

Starfox yt S.l 
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REVIEW 


playstat: 


Even better than snorkeling in the bath tub! 





F erhaps it’s my fear of 

sharks, or It could be that I 
smoke and can’t hold my 
breath for longer than a minute, but 
the only time I get underwater for any 
length of time Is when there are 


Pools of blood 
around your 
victtms are dofl- 
nltely satisfying. 


naked girls milling about. 

However, after just a few 
minutes of Treasures, I 
was on the phone to 
Sharky’s Scuba Lessons 
wanting to go down 
(underwater, you sickos). 

There have been sev- 
eral underwater games In 
the past, but no game has 
captured every element as 
perfectly as Treasures. 

The graphics 
are beauti- 
ful, with 
exceptional 
lighting and 
well 

designed 
sea creatures. 

The sound Is astonishing. 

From the sonar pings to the 
whaling dolphins, you’d 
swear the sounds were 
actually recorded underwater. 

As for the game. It’s an underwater 
adventure that has you scouring the 
ocean floor for treasure and ridding 
the waters of predators like 
Sharks and humans. The 
game starts you off In 
a training dive that 
lets you get accus- 


tomed to the difficult controls, then 
slowly takes you deeper and deeper 
into the fray. 

Excellent weapons, like 
torpedoes, harpoons, 
and nets, serve as 
your only defense 
against the ele- 

Tbsy actually 
moUon-caiitured 
a Frank O’Cannor 
temper-tantnim 
for the leg kicks... 
no, reallyl 


ments. One of the only problems with 
Treasures and all other underwater 
games Is that It’s hard to have much 
variety between the levels, since they 
all take place underwater. However, 
the missions are varied enough to 
keep you coming back for more. 

Just cruising around and seeing 
the manta rays, sharks, whales, and 
dolphins is good enough, but then, 
being able to ride them, shoot them, 
and net them Is brilliant. Treasures Of 
The Deep Is an excellently designed 
game that Is one of the sleeper hits of 
this year. Check It out and you won’t 
be sorry. 


You won’t soo this on Shark Weak, ‘Ole, 
prehistoric predator, dlelll' 


Underwater Miss Is cruising around on 
the mlnl-sub and picking up treasure. 


1 A Starkist employee to the end 
— 'Gat them dolphins canned, 
we’ve got tuna to saU’. 2 Watching 
the manta ray In motion Is awe- 
some, but hopping on ns back for 
a ride Is even better. 3 Collecting 
money to upgrade equipment Is a 
good tool lor replay value. 




Nothing like 
firing torpedoes 
at helpless fish. 
However, the 
game severely 
penalizes the 
torturing of 
Innocent flshles. 


A LTERNATIVES 

Amok h.M 
J hllliBIlii iii Holic ^ H/k 
■- ■ tigei^ark 7.i 
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^64 



REVIEU 










J 28S 500 A 

TiOO T* ” 


« 


4 Two player puzzle madness. 
Remove blocks to reveal the core 
before your opponent does. 

5 Want to win? Go Into the light! 


Pain your brain udth this udcked puzzle game (Ouch!) 


Rescue 
the set of 
eyeballs by 
clearing away blocks 
covering the core. 


1 1n ‘Hide and Seek’, drill around 
the markers to reveal a secret pic- 
ture. Shhhhl 2 You’re free, little 
buddy, freel 3 Fourth of July, 
Tetrtsphere style! This ttrecracker 
will get my little buddy out. 


T he fact that a player has 
mastered Tetris on the 
GameBoy won’t matter a lick 
when playing Tetrisphere. Instead of 
placing falling blocks Into patterns, 
the player has to reveal the glowing 
core of a giant sphere by removing 
Tetris pieces by, err... dropping more 
Tetris pieces on top of them. 

Anyways, Tetrisphere is so confusing 
and diabolical, gamers are going to 
spend weeks trying to understand it, 
and when they do, they’re going to 
smile big. 

Basic single player mode is 
called ’Rescue’. A little buddy Is 


Blow, baby. Mow! This Is what a bomb 
Is supposed to do. 


trapped in the core of the sphere, and 
pieces must be removed until there’s 
a gap large enough for him to escape. 
It’s simple at first, but as the 
game progresses through 
the 100 levels, 'little 
buddy’ gets bigger 
and 
the 

sphere 
has 

more layers. 

‘Hide and Seek’ adds 
specific goals like uncovering a pic- 
ture, or removing the blocks 
surrounding a point. The most Innova- 
tive mode is ‘Puzzle.’ At each screen, 
the player is presented with a number 
of Tetris pieces to eliminate within a 
limited number of moves. In two- 
player mode, a set number of core 
blocks must be uncovered to win, and 
as Tetris pieces are removed, they fall 
on the opponent’s sphere, fouling up 
his strategy. 

The one area where the game 
falls behind is in its presentation. 
We’ve come to expect phenomenal 
graphics out of the Nintendo 64, and 


in that area, Tetrisphere ioes not 
deliver. Compared to other puzzle 
games, Tetrisphere appears 
almost homely. Of course, 
Tetrisphere is a puzzle 
game, so this never really 
interferes with the game- 
play. Tetrisphere, at its core, 
features gameplay that Is 
addicting, fun, and lives up 
to its ’puzzle’ moniker, the 
ever-entertaining two-player 
mode Is simply a blast. 
Considering the lack of any 
puzzle games for Nintendo 
64, Tetrisphere is a must 
have for puzzle fans. 
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ON HAND SOON AT YOUR LOCAL RETAILER 

For the PlayStation game console 


" Reality Quest's The Glove... 
will change the way you 
playgames. " 

REALITY QUEST™ 

- GamePro 

July 1997 

License Pending 




PlayStation 



VIDEO GAME CONTROL 



http://www.theglove.com 


and Reality Quest are trademarks of 
Reality Quest Corporation. 


Licensed by Sony Computer Entertainment America for use with the PlayStation game console, 
PlayStotion and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 





fig.. 3a 
THE SALUXE 


fig. .3b 

THE MAGIC SALUTE 


LM . vxiX i 


Group hug everyboijy! 


YOUR ARSENAL 


To play Magic, you 
don't need fancy 
jadgetry. 6r for that 
matter, fossil fuels, 




one on one 
battle of 
the highest 
intellectual 
order! j 




Translated in nine languages. Magic affords you 
the opportunity to destroy someone in six continents 





TcerSrum 


HOMO SAP I EN 


MAGIC 


Like a good 
football coach 
a formidable 
Magic player 
always has a 
game plan. 


WTELLECTUAL SUBOHWMATIS! 

i©ttE llOJtEHEADS 

IN YCMJtt mTALtON! 


MA{«iC: THE SATHERIKfi. YOU ARE THE 
STAR 6INER AL lOF mUtt OWN ARWY? 


Each Magic card 
features snappy 
artwork that 
teleports you 
to a strange, 
suburb-free 
world. 


E^R H£f?£ 


GREAT WARRIORS THROUGH THE AGES 


SCOTS GARDE^MAGIC PLAYER 


SOUDIOR 


for store loootloasi 206-624-0937 
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He may be big and strong^ txit he doesrit break any neM ground 


■ ■ ■ itti seemingly uncanny 
M J M timing, LucasArts has 
IMIv unchained Here's 
Adventures, a top-down action 
adventure game based on the mytho- 
iogical expioits of the mighty 
Hercules. While it might not break any 
new ground, it does prove that there’s 
stiii some iife ieft in the age-oid 
genre. But like any good myth. Here’s 
Adventures does have its fair share of 
both good and bad. 

The good comes in the form of 
humor, the amount of speciai 
weapons and items, and the game’s 
various sub-quests. Make no doubt 
about it, this game is full of solid 
gamepiay and personaiity. Here and 
his comrades spout witty wisecracks, 
the sub-quests to recover speciai 
items for friendiy gods adds some 
depth to the adventure, and the abiiity 
to buy items and increase your attrib- 
utes adds a taste of RPG-styie 
gamepiay without becoming too cum- 
bersome. Once you get used to the 



That Hades is one bad mother... shut 
your mouth! 



control and head 
off on the sub- 
quests, Here’s 
Adventures really 
starts to shine, 
but overaii, the 
game iacks the 
depth to be truiy 
satisfying and the 
gamepiay is too 
iinear for contemporary tastes. 

Now for the bad. Aithough the 
game is colorfui and weii-animated, 
the graphics don’t exactiy 
scream ’32-bit sprite- 
based powerhouse’. 

And while the ene- 
mies are 
definitely well- 
designed and 
fuii of person- 
aiity, some are 
downright 
reientiess, and 
not in the stan- 
dard videogame 
baddie way. Then 
comes the 

Underworid, the piace 
you go every time you iose a 
iife. To return to the real game, 
you must find your way out of 
this maze-iike place while 
fighting off hordes of skele- 
tons. In a nutshell: it’s not fun 
and it doesn’t make you want 
to come back for more 

Bad points aside. Here’s 
Adventures is stiii a good game 
overaii and weli worth looking 
into for fans of the genre, but if 
you’re iooking for a giant ieap 
forward in the action adventure 
category, you might want to 
iook somewhere else. 


Oi 



1 This trig boar’s breath Is far 
worse than Its bite. 

2 Every time you die, you’re sent 
to the Underworld and must fight 
your way out Frustration ensues. 

3 Here ends up being the best of 
the fiiree characters. Hey, it is hfs 
game after aH! 

4 Atlanta’s arrows let you take out 
enemies at a distance. 




Items can be found In some of 
the most unusual places. Who 
cares if It’s someone’s house? 


ALTERNAT IVES., 

Legen d Of Oasis BM 
ftercules 7.g 


of the ene- 
mies, like this 
‘cyclops, are huge. 

But with a little 
help from a friend, 
Hero makes c 


1 is quick, but he’s not the 
strongest of the three. 



the; line: 
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Ft Pole Position offers as many 
as eight camera perspectives, far 
more than most games. 


By depressing the right C button, 
you can change the placmient 
information (top three or top 10), 
including a visual of the map. 
You can also eliminate any info, 
and play with a dean screen. 


ALTERNATIVES 

Formula 1 'l.B 
Racer 7. q 


.Cruisin’. USA 3.1 


HEUIEU/S 


GENRE. Racing 


PUYERS. 1 9 PUBLISHER. Ubi Soft « DEVELOPER. Hunan 9 RATING. KA e M.S.R.P. 


MUSIC 


BALANCE 


SOUND EFFECTS 
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All shoM and no gof hJell^ that depends... 


The game itself is solid and 
more polished than its Japanese 
brethren, while still basically playing 
the same. Gamers can choose from 
three modes (World Grand Prix, Battle, 
and Time Trial) and have the option to 
make several changes to their cars 
before they race, like adjusting 
aerodynamics, brakes, steering, fuel 
(less for shorter races, more for 
longer ones), save data, etc. Car 
choices are plentiful, though these 
racers all essentially feel the same, a 
slightly sad commentary on the 
game's core design. 

Racing Itself Is moderately fun 
and, although our bias Is not Formula 
1 racing, this game Is addictive in a 
way. Gamers must learn each course 
to master It, and each turn Is crucial 
to nicking fifths of seconds from 
your overall time. The courses 
are long, and based on the real 
Ft course, so there are hours 
of play to be had. The option 
to allow collisions has a 
three-point range, so when 
you achieve mastery, you can 


Pole Position 64 
manages to be a 
highly technical 
game wWiout being 


adjust the game to your skill level, 
making for good replay value. Saving 
your car and times to the Controller 
Pak enables you to play against 
friends on their systems — another 
positive note. 

If you’re a Formula 1 racing 
fanatic (and we know you’re out 
there), FI Pole Position 64 is worth 
the scooties. It’s unfortunate UbISoft 
couldn’t add a two-player mode to the 
game — its biggest downfall — but 
as a one-player game, it’s worth tak- 
ing a look at. 


■ ■ ■ ell. Ft Pole Position Is the 
V ■ 0 first Formula 1 style 

game on the N64, and It 
will therefore bring Ft fans much 
rejoice. Gamers flipped over the awful 
conversion of Cruisin’ USA (which 
until September this year was the 
only N64 racing game, Mario Kart 64 
exempt), so why shouldn’t they flock 
In hordes to this decent rendition of 
Formula 1 racing? After all, the game 
Is stocked with several car modifica- 
tion choices, 16 real international 
courses, actual real-life drivers, and a 
respectable frame-rate. 

No one can laugh at UbISoft’s 
effort to Improve the game over the 
humble Japanese Human Grand Prix 
(released last spring In Japan), from 
which the game originates. The com- 
pany has partially solved the draw-ln 
problem that still materializes In 
grandstand audiences and trees pop- 
ping In; it’s now less annoying, 
though still visible. And compared to 
the Saturn Daytona USA Circuit 
Edition, still rife with glitching and 
pop-in, FI fares quite well. 


Here’s Doug, In 
last place, 
as usual... 


Modifying the machine settings 
can be as fun as the actual race. 
Your choices range from steering 
toptt wdft to aerodynamics. 



DisnujanuDis, 


O GENRE. Graph ic Adventure 

e PLAYERS. 1 


• PUBLISHER. PsYCNOsis 


O DEVELOPER. Perfect ENTERTAiNtiENT 

9 RATING. T 


9 n.S.R.P. 


F or fans of the first Z?/scivorfrf adventure, the 
release of the second title in the game 
series is blessed event. Terry Pratchett’s 
O/scivor/d universe is completely intact, including all 
the wacky characters and locations found in the 
book series. The graphics and animated cinemas are 
sillier and 
sharper than 
before, while the 
puzzles are Just 
as long and com- 
plicated as those 
found in the first 
game. This time 
around, the fates 
have Rincewind 
scrambling 
around Ankh 
Morpork trying to 
save the citizens 
from the Grim 
Reaper. 

Prepare to play 
for endless 
hours, listening 
to long-winded 
conversa- 
tions for 
clues and 
testing the toler- 
ance of your 
sense of word- 
play humor. DW2 
will please fans 
of the series, but 
other gamers may want to approach it with care. 


1 Use the 
Bellawson 
the 

Bennald's 
dress Itwn 
below to 
get the gutter. 

2 WelGome to the convention of 
hot-air blowers known as the 
various ctUzans of DlscwotUl 
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9 GENRE. Adventure 


9 PLAYERS. 1 




wise old sage once said, ‘You will 
■■■ never find a more wretched hive of 
m ml scum and villainy.’ Granted, he wasn’t 
talking about Space Bar, but he could have 
been. Space Bar involves an unsolved mystery 
with the solution hidden amongst the patrons 
of the galaxy’s seediest 
hangout. This adventure 
takes a shotgun approach at 
humor, peppering the player 
with a barrage of wise- 
cracks that hit their mark 
more often than not. The 
story moves along quickly 
and the characters are inter- 
esting enough to keep 
players involved despite the 
standard point and click 


9 PUBLISHER. SegaSoft 


DEVELOPER. Rocket Science 


9 RATING. PI 


9 Pl.S.R.P. 


gameplay. While Space Bar certainly breaks no 
ground as far as innovation, it definitely pro- 
vides an enjoyable, and humorous alternative 
to the standard adventure game. 


e 


1 

* I •- 


> . 


t'-’ ■-'Is.. 


1 Don’t M this lady know you’ve ordered the side salad. 

2 Okay, who’s the wiseguy that ordered a nan of RaM? 


OAUDIOA'IDEC 
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9 GENRE. SinuuTiON 


9 PLAYERS. 1 TO a 


9 PUBLISHER. Interactive PIagic 


9 DEVELOPER. iPUgic Ubs 


9 RATING. KA 


9 n.S.R.P. 


T he first noticeable characteristic of iF- 
22 is its use of the DEMON-1 graphics 
engine which generates photorealistic 
terrain from satellite imagery. This technology 
results in an environment that looks exquisite 
in screenshots. When the F-22 is flying at high 
altitudes, however, low level 
flight operations result in pix- 
elated graphics that is far 
less satisfying than games 
which use conventional 
graphics techniques. More 
disturbingly, even high-end 
PCs seem to have difficulty 
handling gameplay in high- 
res mode without frequent 
slowdown and loading 
delays. Coming from a com- 


pany known for the quality of its simulation 
games, /P-22 can only be considered a disap- 
pointment, as technical snafus undermine a 
realistic and competent flight-sim. 


Oi 


1 Photorealistic tonain gives /P-22unparallolod realism, but only 
from a distance. 2 Technical shortcomings sabotage IF-22. 


Oauhoa^deo 

Ogameplay 

OSPECIAL 


GRAPHICS 
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INTERACTION S 
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BALANCE 7 
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REVIEW 


PLAYSTATI® 


Hercules has the braun to pull off an entertaining ED endeavor 


T he obligatory concurrent 
release of a Disney movie 
and a Disney videogame has 
enabled such gems as the superb 
Aladdin (on the Genesis) to be pro- 
duced and released a couple of years 
back. This time around, it’s Disney’s 
Hercules that has become the target 

Our man, Hercules, can 
punch, stomp, and slash 
his way through the 
game due to his sheer 
brawn. Too bad he’s 
not as endowed in the 
brains category. 



The forward-scrolling’ levels mix up 
the direction of action and keep It 
from getting stale. 


of the multimedia blitz. And It couldn’t 
be more well done. The game’s 2D 
visuals are bright, colorful and true to 
the character animations of the film, 
with clean designs and nicely detailed 
backgrounds. The original soundtrack 
and voices are also in place, creating 
an attractive package for 
Disney fans. The only 
reason to turn 
down the volume 
on the Music 
FX in the 
options menu 
would be 
Danny 

DeVito’s con- 
stant rant in 
the beginning 
level, while 
you’re training. I 
found myself reaching 
for the remote on more than 
one occasion, but beyond that minor 
distraction, the rest of the sounds are 
quite appropriate and enhance game- 
play, rather than the opposite. 

The game plays smoothly, 
blending quick controls with some 
neatly added 2 1/2 D level designs 

e game includes 
ens and cine- 
mas from the 
movie which add a 
nice touch, but 
serve to only show 
off the official 


1 Luckily, the game, like the movie. Includes 
a healthy dose of humor to keep the gamer 
entmtalned during gameplay. 2 Inclusion of 
various weapons, like the nifty killer thun- 
derbolt sword, keep things interesting — 
not necessarily for the enemies, though. 

3 The Here patented power punch will get 
you places that you couldnf normally go. 

4 Sticky situations call for a little resource- 
fulness. Rely on Here’s strength to get you 
past obstacles. 


that serve to mix up the standard, fiat 
side-scroliing action. The fact that 
you’re able to approach gameplay sit- 
uations in different ways keeps the 
game interesting and provides a fair 
challenge when approached with new 
obstacles. A slightly varied inventory, 
with various weapons and powers, 
helps to create a fair level of depth 
and will motivate gamers to keep 
playing the game all the way through 
until the end. 

With all of these perks, it’s diffi- 
cult to find any really blaring flaws 
with Hercules, other than that the for- 
mat seems a little outdated and that it 
weakens in the categories that all 2D 
games fall prey to: limitation and 
restriction. But, Virgin accomplishes 
quite a feat in making the game 
not only visually gorgeous, but 
matches it with some fairly 
solid gameplay. Hercules is a 
good addition to the Disney 
videogame classics line-up 
and any 2D action gamer’s col- 
lection, 
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PLAYSTATIO[ 
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Today we leam that committing crimes can be fun! 


■ B ■ elcome to the dangerous 

■ m M world of Felony 11-79, 

formerly known as 
Runabout in Japan. Here you’ll run 
down pedestrians, drive through 
buildings, crash into cop cars and 
have a spiendid time giving yourself 
gamer’s claw because you won’t be 
able to put your pad down. 

Graphically, this game doesn’t 
Impress, but It makes up for lacklus- 
ter polygons with genuineiy 
entertaining piay. You start off the 
game with a choice of four vehicies, a 
big Ram truck compiete with roii 
bars, a 320 sedan, a comical mini 
with a British fiag on the roof, and of 
aii things, a Vespa! Each ride has 
unique strengths, so if you want to 
run into iots of peopie and things, 
take the Ram. For speed and agiiity, 
take the little Vespa through the 
subway tunnels of Metro City! As 
you play the game and beat time 
goals, you unlock more vehicles to 
play with. 

You’ve only got two stages to 
start with. Downtown and Sea Side. 


This 320 
Sedan won’t be 
getting much at 
trade In time. 


That little Vespa Is great for dodging 
through traffic. 

The Downtown track has you hunting 
down bombs and biowing them up 
aia the Die Hard with a Vengeance 
episode of Die Hard Trilogy. Sharp 
corners and curvy streets suggest the 
Vespa. The Sea Side track lets you 
take It to the beach, sending sun 
bathers running for their lives. 
Successfully navigate these tracks 
before the clock counts down to zero 
and you’ll open up the Metro City 
track. Here you get to go off road and 
into the subway system. Each track is 
completely different and offers 
unique challenges to overcome. 


our objectives 
marked with 
pretty obvious 
yellow arrows. I 


That police cruiser won’t be giving out 
any more speeding tickets. 


are 


you run them downi 

One of the great things about 
this game is the sound track and 
sound effects. California guitar 
beach music pounds away 
in the background as you 
piay and the expiosions 
and pedestrian’s screams 
urge you on. 

As much fun as Felony 
11-79 is, it does have some 
big shortcomings. There 
are only three tracks to 
play, and although there 
are lots of shortcuts to find, 
replay ability Is low. The 
graphics look like they 
belong to a Saturn game 
and the vehicles loek, well, 
pixelly. Still, there haven’t 
been too many really good- 
looking racing games on 
the PiayStation for a whiie, 
and Fe/ony stands out 
among the current crop. 

if you’re looking for a 
good time in a car and don’t 


1 Mini on the beachl Yeah, baby! 
Yeah! 2 Break on through to the 
other side... of the resort hotel. 

3 The more damage you do to 
your surroundings, the more 
damage your ride takes. 


want to go to jail. Felony 7 f-79 may 
be just the ride for you. 


o 


ALTERNATIVES 

Die Hard Trili^ a.S 
, , Road Rash fe,.a 
Carmegeddon T.l 
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PloyStolion 


It’s late, and Jerome Bettis really should be getting his beauty 
sleep. But he can’t tear himselt away from the action and 
excitement of NFL Player interactive football games. They’re the 
closest thing to piaying the game itself, with all the jal NFL players 
and stats included So even though there are no linebackers 
around to steamroll at this time of night, Jerome can still get his 
fill of thrills. For the best in multimedia football action, make 
sure the game you pick says PLAYERS INC. And let Jerome’s mom 
worry about telling him it’s time for bed. www.nflplayers.com 
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PlayStation and the PlayStation Logos are trademarks of Sony Computer Entertainment Inc. Sega™ is a trademark of Sega Enterprises, Ltd., and Cinepak™ is a trademark of SuperMac Technology, Inc. Rampage World Tour™ 
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REVIELJ 


tanks. Eventually all of these 
enemy movements are dis- 
covered to be a cover for 
an alien threat where a 
new variety of baddies 
await your assault. 

While not posing as a 
realistic simulation, the 
arcade control of the heli- 
copter portions of the 
game does leave some- 
thing to be desired. The 
somewhat non-intultive 
use of the joystick Y-axIs to 
control altitude will require 
some time to get used to. 

The T1 tank portions of the 
game control considerably 
better, but will require 
some time Investment to 
get to. 

Once that paiticular 
facet of the control has 
been mastered, the game 
does move along fairly quickly. 
Missions themselves are generally 
quite short, especially eady In the 
game, often taking less than a minute 

Avoiding search lights 
may help keep your 
butt alive Just long 
enough to complete 
your mission. 


those cows? 
You can blow 
them, and every 
other part of the 


or two to complete. Mission objec- 
tives don’t have very much variety, 
but they are usually adequate. Most 
often, they are search and 
destroy oriented, with the 
occasional hostage 
rescue (resulting In 
something of a 3D 
Choplifter). 

Graphically, 
the game Is 
absolutely stun- 
ning. Fog effects 
that are fairiy dis- 
tant on the horizon 
allow the scenery to 
fade in as you cover 
ground. Explosions and the 
resulting lighting effects are easily 
among the best seen on a non-accel- 
erated game. The framerate of the 
game is excellent, even on systems 
as low as a Pentium 120, even in the 
highest detail modes. 

While multiplayer modes are 
often considered an afterthought. 
Extreme >1ssat//f obviously made such 
modes a priority. Up to four players 


REt3UIREriENTS 

O Uindows *15 


9 Pentium TP or Higher 


O It. MB Ram 


9 5x CD-ROfI drive 


can deathmatch In one of several are- 
nas. Each arena is packed with secret 
passageways, power-ups and really 
good level design. Mplayer already 
has plans to support the game, which 
should make owning this title even 
more worth while. 


, ALTE RNATIVES 

_ G-Nome i,.n NJ 
XiBIPshark T,!. 


1 Tanks becoms fodder under the 
attentions of your razor cannon. 

2 The T1 tank is Indeed a formlda- 
bto weapon. It cuts through other 
tanks Ilka butterl 

3 Those aliens mean business. 
Better start warming up those 
guided missiles. 


s Extreme Assau/f begins, 
SlH players strap themselves 
f M into the Sioux AH-23, a 
futuristic attack helicopter, and begin 
blasting a wide array of enemy heli- 
copters, convoys, rocket buggies and 


Jungles, tunnels, lakes and other terrain 
await your helicopter and tank to free 
them from the aliens. 


Futuristic caverns, IHce this one, are 
home to some of the meanest aliens 
this side of Indepenitence Day. 
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PlayStation 


T MUST BE IMPORTANT WHEN 
22 MEN WILL GO TO WAR OYER A PIECE 
OF LAND NO WIDER THAN THIS AD. 


To 0 rare few, winning the war means 
totally dominating the competition. 

Miami Dolphins 72 
Chicago Bears '85 
NFL GameDay '98 
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Ridge Racer meets Rally Cross with impressi\/e results 


H mong the increasingly 

crowded pack of PlayStation 
racing games, Activision has 
taken a decidedly different approach 
with Grand Tour Racing '98. 

Developed in Europe by Eutechnyx 
and carrying an endorsement by Car 
and Driver magazine, its first racing 
title for the system combines both on- 
and off-road racing in one package. 

GTR ‘98's strengths lie in its 
courses, tight control, and solid frame 
rate. The six courses have several dif- 
ferent variations that are unlocked 
each time you place first on them, 
including adverse weather conditions, 
obstacles, and alternate routes that 
not only add to the challenge, but to 
the replay value as well. The tracks 
are well-designed, and while the ear- 
lier variations are devoid of any truly 
tricky turns, the later ones are sub- 
stantially more difficult. 

Control in the sports car and 



Switzerland 
and treacherous obstacles. 



‘Look moml Giant RC carsi’ 




Indy car courses 
is dead-on — 
there’s no Ridge 
flacer-esque slip- 
ping and sliding 
here. Control in 
the buggy and 
Dakar racing seg- 
ments, on the 
other hand, takes 
some getting used 
to. Using the d- 
pad in conjunction 
with the shoulder 
buttons for hard turning proves 
to be a good alternative to the 
power slides found in most 
racers, resulting in more 
precise handling when 
heading into tight turns. 

As for graphics, GTR 
‘98 \s technically right up 
there with the best of the 
pack. Thanks to clever 
course layout, the draw-in 
problems that plague most cur- 
rent racing titles have all but been 
eliminated, all while retaining a zippy 
frame-rate that conveys an uncanny 
sense of speed. However, graphics 
performance aside. Grand Tour 
Racing’s environments just 
aren’t as aesthetically pleasing 
to look at as some of the more 
richly detailed racing games 
available for the PlayStation. 

In a field dominated by 
the likes of Ridge Racer and 
Rally Cross, Activision’s offer- 
ing manages to hold its own, 
while proving that several dif- 
ferent racing types can be 
combined with impressive 
results. If you own a 
PlayStation and have a thing 
for racing games. Grand Tour 
Racing ‘98 is definitely worth a 
spin. Floor it! 


1 Don’t oxpect to Just braeze 
through tho counot, as the 
opponent At is tough as naUs. 

2 The control bi the off-road por- 
tions of the game couM use a 
Httte work, but the raby and 
street racbig segments are 
dead-on. 

3 While the spHt-screen mode is 
smooth, n does get a littte hard 
to see the road hi front of you. 

4 The basic Switzertand course 
Is sunny. 


Colliding with track 
boundaries causes a lot of 
sparks, but not a 
significant loss of speed. 


r 


ALTERNATIVES 

JhM Racer 7.") ) 

( Rally Cross Sji 


Rally Charepionship "i.d 


ommv NELS&N 
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■ looks to be one ‘damned’fine game, 
and should prove one of the ‘hotter’ 
titles we’ll see this fall season” 
— P.S.X., August ’97 


“The game uses large 3D levels in a 
variety of unique styles (...) filled 
with traps and ennemies that pose a 
serious challenge to the player” 
— Next Generation Online, May ’97 


...lavish cartoon-style graphics 
offer gamers a fun-filled action 
platform experience.” 

— PS Extreme, July ’97 

fllRTTRV 

ufKSSinc 

WITH Him! 


KIDS TO ADULTS 


A diabolical 

product from 


CONTENT RATED BY . 

ESRB i n -t e r a ct i V 
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©1997 Jersey Devil is a trademark of Megatoon Studios. 
PlayStation and PlayStation logos are trademarks of 
Sony Computer Entertainment, inc. 
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H ey, we realize that 
even though we have 
to show up for each and 
every Issue, some of you out there don’t 
feel the same way. We know that some 
months are tough, and that you don’t 
always have the extra cash to shell out for 
the latest issue of ULTRA CP. Don’t fret! 
These pages fill you in on all of the games 
you missed. Just don’t worry about us, 
slaving away each and every month. It’s OK. 

ulrimatE aLuard 

hen a game is reaf/y good, we give It 
our ULTRA Awanl. We don’t hand 
these things out to just any game — it’s 
got to get past the most grueling review 
system In the biz and still 
come through with at 
least a 9.0 rating. That 
ain’t easy! Recent 
ULTRA Award win- 
ners are shown 
below with a special 
red number. Don’t 
miss out on 
these games!!! 





By the time you read 
this, you couM be 
playing this most- 
awaited game! 



rhis month's rap pi oh 



■ ' * / 

J- f 


fy- ^ * 
*• ^ 


. . - i 


L' 


FtmL Fmrmr vn 


I Players:! 




PlayStation 


SCEA 






GENRE: RPG 
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T 

Final fantasy VII 

PS 

Rating: 

1.7 

S 

Parappa The Rapper 

PS 

Rating: 

1.0 

3 

Croc 

PS 

Rating: 

fl.b 

4 

Tetri sphere 

NW 

Rating: 

fl.D 

S 

Treasures Of The Peep 

PS 

Rating: 

fl.D 
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I neeo for speeo // 


m 


ocne BRTTLe 


OVCRBLOOD 


• Issue # 98 


> Issue # 101 


13 d 


P€RK P€RFOnmRnC€ 


pouensLRve 


I por por 


• Issue # 100 


I PFmceBs mrmep e 


• issue# 101 


qu/m^e 


mssion PRCF i 


• Issue #100 


' PRLLr CH/vn»ionshHP 


' PPLCr CROSS 


RRTSrORm 


RUSH HOtm 


SCORCHCR 


seen Rces vol.i 


semienr 


ShmKTC THC HOLT /W?K , 


SKr rrmcer 


• Issue # 98 


• Issue It 98 


• Issue # 100 


• Issue #101 



spatlighran: 



nrmrnc BwmERmm 


Intarplay 




GENRE: Action 
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Calendar of Events 



IMAGINE GAMES NETWORK 


POLL: WORST GAME 
SYSTEM EVER 

What game system had the 
worst launch, worst games, 
and worst reputation of all 


THUR9 



SEGA PALACE CHAT 

Log into the SaturnWorld Palace 
and talk with Sega's game selec- 
tion team. Find out what they 
have to go through before a 



vfhome .com 


www.segasages.com 


www.sega-saturn.com 


ULTRA 

/tT/I rJ/ / 1 


WWW. next-generaytipn^om 


www.ultragp.com 


time? Visit www.videogamers. 
com to cast your vote. 

JAPANESE FOR GAMERS: 
SPORTS AND WARGAMES 

It's death, destruction, and 
baseball at SaturnWorld this 
month, as we continue our 
Survival Japanese for Gamers 
feature. 

RPG EXTRAVAGANZA 

How will Nintendo beat the 
cartridge format with RPGs? 
What is Nintendo doing to 
pull itself up from the Sony 
coupe (and the loss of Enix 
and Square)? The full report 
on N64 and 64DD RPGs only 
at N64.com. 

INSIDE CAPCOM 

Ever wonder what goes on 
inside one of gaming's most 
well-known developers? Tag 
along with Ultra CamePlayers 
Online as we take you behind 
the scenes at Capcom's US 
headquarters. 

SUPER CODE BUDDHA 
DAY! 

PSXPower's very own Code 
Buddha answers 25 of your 
burning code questions. 


FR1 10 


FR1 10 


MON 13 


ULTRA 

Gjumnja/wgm 


FRI17 


www.bootnet.xom 


THUR2 


FRI 3 


game gets brought to the States. 


MIDWAY: A DREAM 
COME TRUE? 

Midway originally appeared to be 
Nintendo's best third-party devel- 
oper, but the company has put 
out some serious crap. How is the 
company intending to prove it's 
really a dream come true for 
N64? N64.com takes a look at 
Mace, SF Rush, MK Mythologies 
and more. 


DESIGN OUR LOGO 
CONTEST 

Design a new logo for The 
Home of VIrtua Fighter, and win 
neat stuff like videos, keychains, 
t-shirts, etc. I 


RACING GAME 
EXTRAVAGANZA 

Join Ultra Game Players Online 
as we sort out the best from the 
rest in the next-gen racing game 
pack. 


COMPANY PROFILE: 
KONAMI 

Konami appears to be taking the 
lead in third-party support. In 
fact, Konami has become a N64 
powerhouse. N64.com takes a 
thorough look at what made the 


outpost. 

simplenet.com 


~ I 

, www.evansville.net/ 
' i ~tyrant21/duke.htmi 


MON 6 




WEDS 


www.videogamers.com 


rrr"; ^ 

: ' QUAKE <&( >Mf<H»VARRIOR & MORE. . . 


www.seriousgamers.com 


www.n64.com 


segaSages 




www.vidgames.com , 


CiiQs; 

w\jvw.i^^fods — 
.colm/trkder/ 


I ^ t ’ - 

www.st6mpqd.com 


PlayStation 

notion 


WEBPBOJECT 

www.metro.net/slikatel psxnation.com 


y - — 


viDcOCAmiETx com 


Third 

3rdGeneratian.com 

T ww w.3rdgen eration.com 




hltj>i^/www.ierbgrav.com 


_www.digitaisports.com 







WWW. i magi negames . com 


E very day, one of the seven sites in the 
Imagine Games Network hosts a special 
event. These include interviews, chat forums, 
downloads and extra features. 

And they're all absolutely free. 


A ll you have to do is to check the times and the dates 
of the events, and make sure you're there to enjoy 
them. You'll find the uris of ail the sites at the bottom of 
this page. 


WED 15 


Konami turn around. Interviews 
and game profiles abound. 

FEATURE: METAL GEAR 
SOLID 

Konami's revolutionary espionage 
game is only a few months away. 
PSXPower will take an in-depth 
look at this highly anticipated 
game, including new pictures and 
movies. Don't miss it! 


THUR 16 BLACK BELT FEATURE 

Get the hard facts about Sega's 
next console system only at 
0GD \SaturnWorld. A summary of 

known facts and the latest buzz 
from behind closed doors. 


I 


MON 20 


ULTRA 


WED 22 


THUR 23 


BIG IN JAPAN 

From fighters to girlfriend sims. 
Ultra Game Players Online takes 
a look at the hottest games on 
the shelves in Japan. 

FFVII POLL 

So you’ve had a month to play 
Final Fantasy VII, but was it 
everything you thought it would 
be? If not, what could've been 
done better? PSXPower wants to 
know in this special poll. 

SCARY GAMES 

It's almost hlalloween, and 
SaturnWorld gives you the top 
ten games guaranteed to send 
the shivers up your spine, give 
you the goosebumps, and out- 
willy your willies. Trick or treat! 




FRI 24 


MON 27 


ULTRA 

mumKhJ&mm 


WED 29 


THUR 30 


IS NINTENDO SERIOUS 
ABOUT SPORTS? 

With Griffey's imminent arrival, 
Nintendo will finally have its own 
first sports title. If Nintendo 
expects to keep a loyal base, 
quality sports games must publish 
on Nintendo 64. Is Nintendo rely- 
ing too much on third party sup- 
port from EA, Konami, and 
Acclaim? A full sports blowout at 
N64.com. 

FRIGHT NIGHT 

The hlalloween season is upon us, 
and Ultra Game Players Online 
unearths some of the scariest 
videogame experiences ever to hit 
the TV screen. 

TRICK OR TREAT 

PSXPower has five bags of 
hlalloween goodies to give away. 
Each bag will have candy cornu- 
copia of prizes, including games, 
peripherals, otaku, and of course, 
candy 

SONIC STRATEGY GUIDE 

SaturnWorld brings you the 
secrets and strategies behind the 
first true 32-bit Sonic game. Learn 
the tracks and cheats, straight 
from the developers 


0 

c 

T 

0 

B 

E 
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All events begin 
at Bpm PST 


I 

gameplay I 





LAUNCHING 
OCTOBER 1 


Direct irom Europe! 

IGN introduces Gameplay.com. Updated every morning (9:00 AM PST, 
12:00 PM EST), Gameplay delivers the latest international computer and 
video game news, as well as the best picks of where to go on the web 
for features, previews and reviews. Start your day off right, with the 
latest information on the hottest happenings in the games community. 


CHGAIVIERDlll 


www.psxpower.com 


www.pcgamer.com 


www.saturnworld.com 


Keep checking 
the IGN Palace 
for even more events! 
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H ey, Is there anything out 
there in the whole wide 
world better thaeactually 
(Sreatlng your way through a game just 
to see a five second CG ending? 
Probably not. So, In that case, here 
coines the brand spanking new 
October All Accessf I mean, itlhere's 
anything truly betterthan this section, 


ing canc^ from complete strangers Just 
to dump it alt on the floor and decide 
that rt’s too ‘dangerous’ to eat, any- 
ways. Now that’s a true American 
tradition, just like cheating! So, If you 
have a code or flp thatyoufeetupholds 
the rich, cheat-filled heritage of our 
nation or something like that, send it 
along to: ULTRA Game Players, c/o All 


it’s probably Itinping around in a 


Access, 150 N. Hill Cfrlve, Brisbane, CA 


decrepit Halloween costume, scaring 


94005. Or you can simply email me at 


the crap out of small children and tak- 


freyes@ultragp.com. Boo! 


Codmm for 
Unpatehod 
North Nmoriean 


makemefuli. . 
masterblaster 


Health once per level 
Gatt powerup once 


twistandshout. . . Twister powerup 


once per level 


biggrenade Homing sniper 


grenade once 


486willbeslow . . Allow 486 machines 


CZJ 


CZJ 


RFPV 

publisher; Vic Tokai 

system: NbM 


system: pc 

































































































Choat Codmm for 
Patehmd Cammm 

Enter these codes while playing. 

Code Effect 

ineedabiggun . . . Super Chain Gun 
powerup once 
per level 

holokurtishmi , . . Dummy powerup 
once per level 
nastyshotthanks . Homing sniper 
grenade once 
per level 

tomadoaway. . . . Twister 
powerup 
once per level 

4860k Allow 486 

machines 
to run 

Ihere are two sets of codes 
for MDK - make sure you’re 
using the right version. 


Demonica 


Demitron 


Morphix 


Scarlet 


Sonork 


Zenmuron 


Charaetmr 

Endings 

NOTE: ‘Right’ refers to the 
Control Pad and ‘R’ refers to 
the shoulder button. 

Character Code 

Aaron O, Left C, R, O O, 

R, R,LeftC 
.0,LeftC, 

R,0 OR,R,TopC 
.O, LeftC, R,0 
O, L, L, Bottom C 
O, LeftC, R,0 O, 
R, R, Right C 
O, Left C, R, O O, 
R, R, Bottom C 
O, Left C, R, O O, 
R, R, B 

O, Left C, R, O O, 
R,R,A 

0,LeftC,R,0 O, 
L, L, Left C 
0,LeftC, R,0 O, 
L, L, Top C 

. . O, Left C, R, O O, 
L,L, Right C 


All codes are entered at the 
title screen. 


ISfl ULTRA 
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publisher; Sony 


Play^atio^ 


WlLOmMS 


To get 25S of any Hem, follow those 


the Jtam Riidy used to switch 


again, and swHch the Heal Benles back 


to their original slot). 


Step 7: Hava Rudy defend. 


step 8: Have Cecilia defend. 4 - ^ 

Win the battle and go to the Items screen. 
You’ll not only have the heal berries back 
In yna- Inventory, but you’ll also have 255 


f Rams i^nighiight life iiaai 
' berries and a n y H am I hj H yo n ’ 
want duplomad, ttensiiiko^- 


t/ipi^’Ryan 


HH. 


All PlaySt;^Uc:: and Saturn Code 
Monkey winners will receive a 
GameSliaik Videogame Ennance: 
provided courtesy of Lucrac* 
Kcccssorics, Inc. Fill'?'/? 

'oukey winners wiic cir: r.n 
wviii also icceiv'c a Toi 

tticii system ivhen avattaMe. 
ULTRA (»r::nc PInyeis (escrues the 
Right to substitute a prize of e(|iial 
or greater value for M64 ovifiitus 
until N64 GameSharks boconic 
available. PC ov^ners wtil receive n 
prize cf equal or grea*^ va’uc at 
ttic discretion of UG P. 


ULTRA gsmsplsysr: 


^ istapam 
.=^fN#ak terns 


Start a game In any mode, then hH START 
y to pause the game. Press Top C, Bottom C, 
Left C, then Right C. You should now have the 
Cheat Menu option at the bottom of the pause 
menu. Enter the Cheat Menu. 


publisher: GT 
Interactive 


system: Nfc.^ 


Cod Made 
and More 

The following codes must be entered 
quickly while inside the Cheat Menu. 
If you hesitate for even a second, 
the code may not work. If you enter 
the code correctly, you’ll hear a 
‘swoosh’ sound. 


■r 

S:' 

KvdY ^^9 
►irfilj"!? 
jack ^ 

HTM'lrtp z:; ; 
Cecil in 
Hr43.’i>ir 3vf 

•WP 

'! s I' E : ' 

k 

A 


Effect Code 

God Mode Left C, Right C, 

Bottom C 

Level Select .... Left C, Left C, Right 
C, Right C, 

Bottom C, Top C 
Kills all enemies . Bottom C, Top C, 
Left C, Left C 

Full Health Left C, Top C, 

Bottom C, Bottom C 


The following codes can be entered 
at anytime during gameplay, but they 
can only be activated once you go to 
the ‘Collect Sub-Menu.’ 


Effect Code 

All Keys Bottom C, Top C, 

Left C, Right C 

All Artifacts Top C, Right C, 

Bottom C, Top C 

All Weapons .... Right C, Top C, 

Bottom C. Bottom C 


More codes 

Clip Mode Press C4 20 times, 

and then 
C3 once. 

All Puzzle items . Press C4, C1 three 
times, C2, 

C3 twice. 


Ilpatisc H 


aam fiks 


So, we hear that you want a 
Game Shark, eh? Well, no one 
ever received the Golden Banana 
award for tree! Past winners will 
never forget all the exhausting 
work, the teeth-clenched deter- 
mination, the torturous sieepiess 
hours, the unmarked hundred 
dollar bills express deposited into 
my Swiss bank account, and of 
course, the month-long period of 
unadulterated FAME! If you’re 
willing to put up with all of this, 
submit your soul and Code 
Monkey entry to: the usual 
address, c/o Code Monkey. Or 
email me at freyes@ultragp.com. 
The meek need not apply. 
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TOBRL NO. Z 

(JfIPRNESE) 


system; PlayStation 


Big/Small Mode 


While playing, press O, Circle, X, 
O, Circle, X, O, Circle, X. A list of 
cheat codes will appear. Here’s 
what they mean: 


You can decrease and Increase 
your character only by pressing L2 
and R2 slmultanemisly when you’re 
choosing your character from the 
charactM' select screen. 




RT-ST Wampa 

Once the AT-STs appear in the In ‘Escape from Echo Base,’ press O on 
second round of the ‘Battle of Noth,' the D-Pad and press the Right C button 
press O on the D-Pad and press the simultaneously. Immediately after 
^ Right C button at the same time. pressing those two, press O on the D- 

!• Immediately afterwards, press Pad. Now use the Right C button to 

^ O on the D-Pad. Now use the scroll through the camera views until 
Right C button to scroll through the you see the Wampa. You can use the D- 

camera views until you see the AT-ST. Pad to move the Wampa and you can 
You can use the D-Pad to move the press O on the D-Pad to attack. 

AT-ST and you can press O on the 

D-Pad to fire. NOTE: The difficulty level must be on 

Medium for the Wampa trick to work. 


pufiLiSHCR: Lucas Arts 


y Play as an HT- 

■■ STg Wampa or 

jg Storm Trooper 

lEB 

S '" 1 . Select a new save slot and enter 

Wampa Stompa as your name. Note 
that this code is case-sensitive. Also 
^ note that the ‘ ’ represents a space. 

m 2. Next select ‘Medium’ as your 

( difficulty level. 

3. Once your game has started, pause 
the game. Now go to the Options menu 
l_ and choose Control. Put your controller 
|B setting to Traditional. 


PriHs Sfdrt to selett 


VVfwniTA 




In ‘Escape from Echo Base,’ press O on 
the D-Pad and press the Right C button 
simultaneously. Immediately after- 
wards, press O on the D-Pad. Now use 
the Right C button to scroll through the 
camera views until you see the Storm 
Trooper. Use the D-Pad to move the 
Storm Trooper and you can press O on 
the D-Pad to attack. 


with the Control Stick. 

If the character you’re using dies, 
you can simply repeat the trick to get 
another one. You can use the AT-ST to 
shoot Rebel ships that you normally 
control! You can also use the Storm 
Trooper to kill other Storm Troopers and 
Wampas! These characters can only 
walk and attack. They cannot open 
doors (unless it’s automatic), cannot 
jump, etc. Both tricks that are done in 
’Escape from Echo Base’ can be done 
unlimited numbers of time, but you can 
only be the Wampa or Storm Trooper at 
one time. 


You can switch back and forth between 
the ’characters’ and Dash by pressing , 
the Right C button. Even if you’re using 
one of the ‘characters’, you can still 
control Dash (though you won’t see him) 
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star Fox 64 


Madden ’98 

^A|DEN 

4 

•m BlJI I TOiinifyimk 


cusiom'ff ASOH 
TOURidilUH^ 


INCLUDES 


What’s even better than beer? 


THEUmtA 
GAMEPUYERS 
TIP UNE! THAPS 
WHAT, YOU FOOL! 


CULL n a 01 ! 


SPORTS CPFS 


PREmiEP CLUB 


EDITUH^S PICHS 

Our editors choose their 
aii-time favorite games to provide 
tricks, cheats and codes 


Whatever your sport, we’ve 
got the hottest tips to aii the 
hottest sports games 


Tips on the iatest games for 
Sony Piaystation, Nintendo 64 
and Sega Saturn 


Call now for the 
latest TIPS, HINTS 
and STRATEGIES 
for your favorite 
games. Including: 


Calls average 3 minutes in length. If you’re under 18 years of age, please get your parents’ 
permission to call. Brought to you by ULTRA GamePlayers Magazine in beautiful Brisbane, CA. 




RLL RCCESB 






At the Start/Pptions screen press Z, 


ipf onj c allled ‘COOL’ will appear. 


Ilghl|ght the option and press A. it will 


change to ‘ALL LEVELS OPEN'. Start the 


game{At; the screen where you choose 


New ^me or Continue, select Continue, 


and press A at the next screen. At the 


Pirate level screen with the 


words ‘SWASHBUCK- 


LING SPOT’, press 
O to cycle through 


all the levels in 


the game. 


OPTIONS 


I ■■ll=!ll ^ 

TH[ ?AHTH£0H SAGA 


Password 


fH€ IMCRtDIBLG HUL 


■ Level Password 

2 603ee0c530 H 

3 B08E0F0802 H 

4 000026B698 H 

5 40074DFF12 H 


0 0 s 

Hall 


STRRFaX 64 


publisher: Nintenix) 


publisher: Miimjay 


system: Nb^ 


system: Nb^ 


Moving Heada 


Start a Now 
Camo with 
Evorything 


These passwords will start a new 
game with 200% health, 200% armor, 
all weapons, a backpack, full ammo 
for all weapons, and all 

three Demon 
Artifacts. 
(Demon 
Artifacts 
enhance the 
player’s laser 
weapon, and 
may also be 
used as 
keys on map 
28: THE ABSOLU- 
TION.) 


Difficulty Password 

BE GENTLE! ?QDM 7HYC BB4X 

FJVB 

BRING IT ON!. . . . ?LD4 7HYB BB4D 
CJVB 

I OWN DOOM! . . . ?GFM 7HYT BB9X 
KHVB 

WATCH ME DIE! . ?BF4 7HYS BB9D 
HHVB 


Press B and move the D-pad 
or Analog sUck around, the 
StaiFox crew will track the 
moving numbers ‘64.’ Let 
go and they will stop, and 
the ‘64’ moves right back 
Into place. 


13 El ULTRA 
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( HLL HCCEBB 


CRME SHBRK CODES 






FUlYSTflTION 

flLL STRR 


0 Car Crush Pis P2 . . . . 800bb0c20000 

TWISTED 
METRL Z 

All Infinite Weapons P1 801882d^f0f 
All Infinite Weapons P2 80188aee0f0f 

VRBRSEBRLL 


Fieid of Dreams Field , . 8005b09a0001 


WRR GODS 


Home Team Wins 800439680019 

Away Team Wins 800439681900 

BROKEN HEL IK 

infinite Armor 8005c91 80064 

First Aid 8006fe2e0101 

Wire Cutters 8006fe500112 

Rapid Fire,... 8006fe62011b 

Flame Thrower 8006fe64011c 

Missile 8006fe66011d 

CaOLBORROERS 

Snowman 801ef82e0017 

Tiny Boarder 8018ef280f00 

DYNRSTY 

WRRRIDRS 

infinite Health PI 800b2cdc00c8 

Infinite Health P2 800b364c00c8 

avERBLoaa 

Laser Knife 800ef4ec0001 

Hand Gun 800ef5080001 

Stun Gun 800ef5180001 

Emergency Spray 800ef5340001 

RRCERRCER 

Infinite Cash 8019c610c9ff 

8019c6123b9a 

RUSH HOUR 

Reverse Mode 801074d6fff 

TENKR 

Red Key 80061 9c80001 

Purple Key 80051 9d00001 

Blue Key 80051 9cc0001 

Yellow Key 80051 9ce0001 

Green Key 800519ca0001 

Infinite Ammo 80059a6c0063 

80059a780063 

Double Shot 80019de20001 

Rapid Fire 80019de20001 

THUNDER 
TRUCK RRLLY 

Infinite Armor 801dbe100000 

Extra Car Crush Pts PI . 800bb0c003e7 


Infinite Time 

Infinite Credits . . 
Infinite Health PI 
Infinite Health P2 
Extra Damage PI 
Extra Damage ?2 


..8009e1 140064 
. . 800985800005 
. . 800992780001 
. . 8009927C0001 
. . 800992800001 
..800992840001 


WILDRRMS 

Level Gain (Jack) 80133e40ffff 

Level Gain (Rudy) 80133e0cffff 

Level Gain (Cecilia) 80133e74ffff 

XEVIDUS 3D/0+ 

Infinite Lives 8012dd580006 

Weapon Power Op ... . 80131ea40002 

SHtllRIi 

RLL STRR 
BRSEBRLL *97 

Master Code f6000914c305 

b60028000000 
Home Team Scores 25. 160ae1721900 
Away Team Scores 25 . 160ae1720019 

RNDRETTI 

RRCIND 

Master Code f6000gi4c305 

660028000000 

Infinite Fuel PI 160b37a62cda 

Infinite Fuel P2 ...... . 160b3c063d40 

BRTTLE 

STRTIDNS 

Master Code 1600091 4c305 

660028000000 

Infinite Energy pi 16067c920064 

Infinite Energy P2 16067fc20064 

CDNTRR 

Master Code f6000914c305 

660028000000 

Infinite Health P2 . . . . . 16(»df080008 
Infinite Bombs P2 ..... 1 609df0a0008 


FIDHTER^S 

MEDRMIX 

Master Code. f6000914c305 

, 660028000000 
No Health PI. . , . . , . .;. 1606552c0000 
No Health P2. ........ 1 606732c0000 

IRDNSTDRM 

Build Units Anywhere. . d6006034000l 
I 60 de 6 eooooi 

MRDDEN'37 

Master Code f600924c305 

660028000000 
Extra Teams 160S510a006b 


MEGA MAN 8 
Master Code... 

Have Homing Sniper . 

Infinite Snipers 

Have Astro Crush 

Infinite Astro Crush . . 


:. f600091 4(305 . 
660028000000 
.16036200 0100 
.16036202 2800 
.16036204 0100 
.16036206 2800 


PRNDENIDNIUM 

Master Code ..... r. • • 1600091 4(305 ; 

660028000000 

Infinite Credits 16066068 0302 

Infinite Health 1606606a 0200 


SCUD 

Master Code..,., 

Infinite Health PI . 
Infinite Health P2 . 
Infinite Credits . . . 


,.,f6000914c305 
660028000000 
. . . 1603aadc 0000 
. . . 1603aaf2 0000 
. . . 160ed9ac 0009 


TDMBRRIDER 

Master Code f600073c6c305 ' 

660028000000 ; 

infinite Air 1609447e0708 

Infinite Shotgun Shells. 1609452a0030 

infinite Medipacks 16022d00004 

infinite Magnum Ammo 160945120016 

Infinite Uzi Ammo 1 609451 e 0128 

Final Level 16060cb6000f 



publisher: Psygnosis 


SYSTEM! PlayStation 


Supmr Cadmm! 

(wde effect 

Super cars OOO X, 

Circle, Square 

Bonus track X, O Triangle, 

OR1,L1 

Reversed tracks . . . O Triangle, 

R1 , Circle, 
L1,0 

Championship race . Square, O 
Circle, O X 


All codes must be entered wtien 
the phrase ‘Start’ appears on the 
tttte smeen. A sound will confirm 
whether or not you entered the 
coda correctly. 



Levtfl Smimet 

At the WING COMMANDER copyright 
screen, press O O O O R2 to 
access the cheat screen. If done cor- 
rectly, you will be taken to a level 
select screen. Choose your level with 
the throttle buttons. 

Dntf-HIt Kilim 

To destroy enemies with one shot, 
press LI + L2 + Square at the 
same time. 


I V 


p ublisher: EA 

system: PlayStation 


\virra coiAiiiAnDi^ 
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FILL nCCESS ) 



ace it. The N64 really needs a 
solid 3D fighting game. Sadly, 
we haven’t seen any so far, but 


ing game fanatic can possibly pass up. 
And we’re actually taking the honor of 
blessing all of you rabid gamers with T 


fortunately, this situation Is about to 


comprehensive list of moves and 


cheats for Dar* Rift. Now, 
c’mon... Are we your best friends. 


change with Vic Tokai’s impressive new 
weapons-based brawler. Dark Rift. 


Presently, no other fighting game on the 


Note; a ‘C’ before any directional 
arrow means use the corre- 
sponding Camera button. LI and 
R1 refer to the shoulder buttons. 


system can beat it for lush graphics, 
speed, and tight controls. Gorgeous, high- 
resolution visuals, intense, insane, GOfps 
speed, and a top-rate soundtrack create 


an irresistible mix that 


no sensible fight- 


Nintenso bi4 


RLL THE RICHT MOVES 


SCRRLET 

Scarlet is one of the slower fighters, 
therefore, her breakpoints are blockable. 


1 Scarlet Is fast enough to side- 
step, but not to be side-stepped. 

2 Nice Lava Flow! 


Aaron is a medium speed character with 
a varied mix of vertical and horizontal 
moves in addition to his combos, making 
it difficult to side-step his attacks. He is 
also one of the few characters with two 
projectile attacks. 

1 Aaron does a lot of damage, so use him 
well. 2 With srmie timing, you can avoid 
his greiudes. 3 Mmm... prolecUles... 

Strategy: 

When pla^ng as Aaron, a good strategy, 
when under attack from an opponent, is 
to get into a crouch block position at 
your opponent’s breakpoint, then 
sweep-kick him off his feet. 

When defending against Aaron, you’ll 
want to block high during lengthy 
combos in the beginning, then, when he 
begins to lunge, crouch block. Most of 
the devastating blows that he delivers 
can be ducked under, or are meant to 
trip you up with low kicks. And it you 
time it right, you can even run past 
his grenades. 

speciais 

Lock-n-Load . . . 

Slash-n-Crash . . 

Duck & Cover. . . 

Rough-n-Tumble 
Coin’ Up 


. OO and CO 
. OO and A button 
. OOO and A button 
. OO and CO, CO 
.8 


Korizontal Cmnbos 

a) CO, CO, O and CO 

b) CO, CO, CO, CO, CO, CO, CO 

fftrticai Ccrr;b*s 

a) CO, CO, CO, ©and CO 

b) CO, CO, CO, CO, CO, O and CO, 
OandCO 

BredqHiints 

Both vertical and horizontal combos are 
breakable after 2nd hrL 


Strategy: 

When playing as Scarlet, use a mix of high and 
low vertical combos to throw off your 
opponent. The fourth hit of the horizontal 
combo (kick) throws oft opponents. Also, use 
Scarlet’s ground-based projectile from a safe 
distance when your opponent is mid-combo or 
when they are getting up. You’re sure to 
get ’em good. 

When defending against 
Scarlet, avoid getting 
caught at the tail end of 
one of her lengthy com- 
bos, as they are very 
difficult to defend against. 
Side stepping by using the 3D 
movement controls. Is key when 
she comes to a break point. Hop in 
for a good attack when she gets 
' caught in 
a breakpoint. 

Specials 

Slayer Sweep . . . O and CO 

Slayer Punch OO and C4 

Angel's Flight . . . OO and A button 
Ascension Slash. . OO and CO 
Spiral Lava Flow. . OOO and 
A button 

Slayer Eviscerator O and CO, CO 

St^cial Combos 

Slayer Irapaler O and CO, CO, B 

Spinal Crack B 

Hoiizoiital Connbos 

a) GO, CO, CO, CO 

b) CO, CO 

Vertlcai Combos 

a) CO, CO, CO 

b) CO, CO, O and CO, CO, B 

Breakpoints 

Both horizontal and vertical combos are break- 
able after 2nd hit. 
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Tricorn Pictures Presents... 


A Feature of the 

American Living Television Series 


Tune in to the next edition of SPORTSTIME 
and discover a new educational sports 
program that lets high school students 
manage fantasy sports teams. Fantasy Sports 
Properties, Inc. is the nation's leading provider 
of fantasy sports software and Internet-based 
statistical services. Call 1-800-872-0335. 


TRICOM PICTURES AND PRODUCTIONS, 
"EDUCATING AND ENTERTAINING THE WORLD." 

CALL 1-800-333-2008 FOR 
ADDITIONAL PROGRAMMING INFORMATION. 




Ground Zero O and CO 

Cain Lunge OO and CO 

Seismic Ripple. . . ^ OOO and A 

Dorion Rollercoaster O and CO, B 


1 Aaron makes a good opponent 
for Gore. 2 Use his proJecHle to 
slam the opponent. 


When playing against Gore, notice that his 
combos are slow and easy to break at an 
early stage. But like Scarlet, if he gets to 
the meat of his lengthy combos, you’ll find 
it very difficult to defend against them. 
Take advantage of his slow speed to get 
aroundhim. 





Niiki is ifie fastest, but shortest-ranged character, 
who dishes out the least amount of damage. But 
she also has the longest combos of any of the 
fighters, wift one that can literally last continue infi- 
nitely. Don’t let her fool you, though. She possesses 
a few distance attacks, one of the longest ranged 
projectiles in the game, and several vaulting moves. 




When playing as Niiki, set your Opponent up by 
u^ng her ‘Back Vault,’ When ttey start to m^e 
iielr moves, use the 'far^on Pounce’ to propel NiiW 
forward to knock down your opponent Niiki has 
several special low moves that can be performed 
from a mid-distance to fake out opponents, when 
being attacks, iook for the breakpoint, Uten crouch 
and sweep kick ‘em off their feet 


When playing against Niiki, avoid side-stepping her. 
Because of her speed, she’ll clock you in the face 
before you can get out of the way. Best defense 
is to block well and block high. Try to handle her 
from a distance, as she recovers guickly and 
; you have a limited amount of flme to counter- 
attack her combos. 


Starburst Blast 

Forward Vault 

Deadly Butterfly 

Running Push , 
RunningSlide.. .. .. 

Fatal Pirouette 

Back Vault ...... 

Faralon Throw 


.00 and A 
, 00 and CO 
.00 and CO 
.OOgioIdjCO 
.00 (hold) GO 
. 00 and CO 
. O and CO 
• B 


a) CO, GO, CO, O and CO, O, and CO, 

O, and CO 

(Start any horizontal combo to continue infinitely) 


gswSeatfiesibiss.; 

a) CO, CO, OandC 

b) GO, CO, CO, O and CO, O and GO, O 
and CO 


BSnHftpBftdB; 

Both her vertical and horizontal combos are break- 
able afterthe 4th hit. 


Radiant Stomp .. 


. O and CO, GO, O 
and CO 

. O and CO, O and CO 


1-2 NHM’s speed 
and vault meves 
are effective from 
a distance. 


Vertical Combo: after 3rd hit 
Horizontal Combo; after 2nd hit 


Lunatic Mule 


Demonic Kiss . . . .B 


a) CO, CO, O and CO 

b) CO, O and CO, O 
and CO 


a) CO, CO, O and CO 

b) CO, CO, CO, CO, O and CO, B 


u,-. ’’."‘■“'j' . . 

a) CO, CO, O and CO 

b) CO, CO, CO 

c) CO, CO, O and CO, CO, CO, 

B (grab) 


a) CO, CO, O and CO 

b) CO, CO, CO, O and CO, CO 


After the 2nd hit during either a vertical or 
horizontal attack is Gore’s breakpoint. 


Dislocator B 


Demonica fights at medium speed, but 
she can be very tough in a close fight. 
Unfortunately, she lacks the reach of a 
good distance fighter, but this is balanced 
by the fact that she possesses more low 
attacks than any of the other fighters. 

Take advantage of this quality. 

Sii'stfsgf 

When playing as Demonica, try to combo 
your opponent by smacking them with a 
‘Snari Lewis.’ Your opponent will be sent 
staggering back, which gives you time to 
do your ‘Demonic Kiss’ grab on them, fol- 
lowed up with a body slam. This promises 
to do toads of damage! When playing 
against Demonica, use the slow break- 
point to side step in 3D to get to her side 
or behind her for off-balancing attacks. 

Speosais . - . ; ' 

Hades Bite 0,C0 

Demon Breath OO and CO 

Portal Uppercut O, CO 

Backhand Garroter OO and CO 

Demon Flip (while 

crouching) A, 
O (hold) A 


1 Demonica’s patented Demon 
Breath will send 'em packin’. 

2 A close fight Is best for her. 


One of the slower characters. Gore is eas- 
ily attackable at breakpoint. Gut he also 
has one of the longer reaches in the game 
and can do a considerable amount of 
damage with his reach attacks. 

When playing as Gore, you’ll want to uti- 
lize Gore’s ground-based projectile when 
your opponent is In mid-combo from a 
sate distance. His projectile is a 3D ring 
which restricts your opponent from side- 
stepping it. You’ll want to maintain a 
mid-range distance from the other fighter 
to really succeed with Gore. 
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Morphix is one of the faster characters in the 
game. He only inflicts medium damage, but has 
one of the longest reaches in the game. Most 
damage from Morphix comes from Juggling, 
which can be done in several ways. 


When playing as Morphix, use a mix of combos. 
Wait until your opponent gets in close to use 
your juggling moves and combos, since they are 
difficult to defend against At branching points, 
Morphix can go low or vertical; making ducking 
a painful option for your opponent 

When against Morphix, guard against his speed. 
Side-stepping is not an option, so block well and 
keep from getting knocked down. His juggling 
moves have a slow return, so try blocking them, 
then returning with a quick counterattack. 


OO, CO 

O and CO 
GO, CO and A 
OOO and A 
OO and CO 


Blender 

Leg Division 

Mantis Spike 

Tesla Plasma Ring, 

Amputator 

Rip Slide 


OOand 

co,o 

and CO 
Oand 

G0,0 

and 

CO.CO,B 


Zenith Spike 


Pain Saw 


a) CO, CO, O and CO 

b) CO, CO, CO, CO, O and CO, 
O and CO, O and CO 


a) CO, CO, O and CO, O and CO 

b) CO, CO, CO, CO, CO 

c) CO, CO, CO, CO, O and CO, O 
and CO, CO, B 


Aaron 


Demonica 


Sonork 


Both vertical and horizontal combos are break- 
able after the 2nd hit, but if you miss it, he’ll 
have another after the fifth hit. 


Zenmuron, 


Demitron 


Morphix 


1 Combo and Juggle the opponent 
to claim victory as Morphix... 

2 ...Or projoctlle them to death! 
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^ .Brse'-tpiM 

After the 4th antf 5th strikes in either a verti- 
cal or horizontal cornijo, you'll be able to 
break back and attack or block. 


As a fast character, Zenmuron is one of the 
weaker fighters in the game. His damage is light 
and he can be easily read by opponents. His 
strength lies in his long reach, which can damage 
the other fighter, considerably. 


StiatBgy: 

When playing as Zenmuron, take full advantage of 
his speed and his easily learned combos. Try to 
bust out the combos whenever you can, because 
he doesn’t do a whole tot of damage. Bridge his 
combos with grabs to throw off the opponent who 
depends on blocking your attecks. 


When playing against Zenmuron, like other fast 
characters, avoid side-stepping him. Best defense 
is to learn to block well. Usually you'll end up 
blocking high against him and If you maintain your 
stance during one of his combos, you'll have an 
easy task of counterattacking him at break point. 


Ankle Separator O and CO 

Propulsion Kick ©O and A 

Piety Phoenix Bolt OO© and A 

ManOs Lunge ©© and CO 

Phoenix Kick OO and CO 


Sjeoial Ssniass 

Flying Auger — ©and CO, CO, 

GO, B 

Head over Heels B 


1 Branch that combo with a 
devastating projectile! 

2 Block often with Eve. 


1 When playing as Zemuron, always keep 
your distance and use his long reach. 

2 Use his agility to your advantage. 


€{h^bs ' . ' . - ' - ■ . 

a) CO, CO, O and CO 

b) CO, CO, CO, CO, CO, B - f 

aariBcal EsisfsiK f inf v'. 

a) CO, CO, O and CO 

b) CO, CO, CO, GO, CO, CO, O and 
CO,CO 


Eve is another fast character with a long reach 
which can do some light damage. Her quickness 
balances out her minimal damage capabili^, but 
her combos are mixed, so It’s difficult to predict 
her next move. 


When playing against Eve, you'll want to avoid 
side-stepping her attacks, since she’s too 
quick to fall for it. Simply block when she 
attacks, and wait out her combo until she 
reaches a break point... then get her! Be care- 
ful of some of her combos, as they 
occasionally finish with 
low attacks. 


Horizon^ Combos 

a) CO, CO, O and CO 

b) GO, CO. CO, CO, CO, A 


Verflca! SanAos 

a) GO, CO, ©and CO 

b) CO, CO, CO.CO, CO, GO, O and GO, 
©and CO 


Both her horizontal and vertical combos are break- 
able after the 3rd strike, so you’ll be able to get into 
a crouch position. Only if you are blocking at this 
point can you stop her combo after the 5th strike. 


Sfratesv: ^ , 

When playing as Eve, use her speed to your 
advantage. Unfortunately, since she doesn’t do 
a lot of damage, you’ll have to try to trap your 
opponent into some of Eve's combos. Keep in 
mind that Eve has one of the only branching 
combos that allows tor a nifty projectile. 


Spirals: 

Spiral Slice 

Argon Saber Bolt 
Stygian Lunge . . 
Stygian Ballet . . 

Anatomizer 

Low Thrust 


. . OO and CO 
. . OO© and A 
. . © and CO 
..©and CO, CO 
..B 

. , O and GO 
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LebiMI *97 f 
jbasebblK 


'tteatfUfully 
players move With 


Game Informer 


It's new. It's different. 

You may never go bact^ to your old game again. 


va a4ipBALi:'f»7 


The Difference fs Reef' 


,vidin9 


cceleraW 
l.ea9«® ’ 
tiue in ® 


irdvsraf® » 

av 

, perspec 


Check out VR Baseball '97 at www.vrsports.com 


Designetf for 


© 1997 Interplay Productions. All right reserved. VR Sports, VR Baseball and The Difference Is Real are trademarks of Interplay Productions. All rights resen/ed. Major 
League Basebali trademarks and copyrights are used with permission of Major League Baseball Properties Inc. ©MLBPA Official Licensee-Major League Basebaii Players 
Association. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Microsoft, Windows and the Windows95 logo are registered 
trademarks of Microsoft Corporation.All rights resen/ed. All other copyrights and trademarks are the property of their respective owners. 


Microsoft* 


WrKlowsf95 


Check out the official Major League Basebair' web site at www.majorleaguebaseball.com 








MADDEN 


Gtecfc «« «e «vot ki Briddto of 
IAb flsid* HMy flCCIBBBiStO 3S tbs 


mgJolnitbacfcwlilimuciiaioniGsni- 
ment a nr. It Hist's sthat you’re kwldng 
for. Hey Join, bow’s lbs bus? 


O he long summer is finally over. 

Now we can look forward to one 
of the best times of the year in 
sports and sports games. 
Baseball is nearing the playoffs, 
while football, basketball, and hockey 
are just getting started. And the 
videogame world is finally starting to 
show off all of its sports titles. 

This month, I continue to update 
you on the progress of Gameday ‘98 
and Madden ‘98, with the most in- 
depth preview coverage you’ll find 
anywhere on the planet. I guarantee 
that I’ll give you more information in 
a preview than any other mag does in 
their reviews. And not Just the back 
of the box nonsense most people run 
for previews! Instead, you get my 
real thoughts on a game that Isn’t yet 
finished. I’m not allowed to slam a 
game in a preview, due to the fact 
that the game isn’t finished. However, 
it is my duty to inform you on the 
good and bad in every sports game 
coming down the pipe and I’ll keep 
doing that until someone forces me 
to stop. 


'oo 


The EH dam ‘Show me the money!* 


For 


play 


The 


fter last year’s Madden came out, myself and several other reviewers criti- 
cized EA for ‘money plays’ that made the game easy to beat. So this year, 
the developers have dared me to find the money play. That’s like daring 
John Madden to eat two turkeys at Thanksgiving, in other words, he’s eat- 
ing both turkeys whether you dare him or not. I just started playing the 
game and have yet to find a ‘money play’, but have no fear, I won’t stop looking. 
Madden ‘98, the deveiopers at Tiburon have focused entirely on the Al and game- 
game uses what they are calling ‘liquid Al’, which basically Is a fancy name for 

good defensive Al. Other 


Tbe sprites now barn numbefs on 
Hm back of Hw Jerseys. 


new features for ’98 
include multi-player 
seasons, divot marks in 
the grass, individuai 
fatigue bars, player 
numbers on Jerseys, 
and swim moves. One 
thing they didn’t 
change much are the 
graphics. That’s not to 
say the graphics are 
bad. It’s just that they 
aren’t even in the 
same league as 
Gameday ‘98. They 
were trying to con- 


One Hitag you wHI see hi 
MadUanUtetlbasan’t 
seen bi fiaoisiteyte 
gang taddhig Ke HHs. 


Vince me that Madden ‘98 is 
using V-Poly technology, but 
from what I could see. It 
looked just like last year’s 
sprites. I’m no techno-junkie, 
but the V must stand for 
‘Very much not a Poly‘. 

However, this has nothing to 
do with the way the game 
plays and that is the true test 
of football games. 

Until next month. I’ll be 
searching for the money play 
and testing out the true forti- 
tude of Madden ‘98. 


o nikrs ^ilmm 

nSal mon@ul tragp . com 


( ® 

_. ■ PUYSTATION, 

SaturNt pc 

( ® 

- EA Sports 


( ® 

Tiburon 


S ® 

RFl. a4.TE. fall 

ma 


mo u tmA ssmepfstjen 
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eah, I know, I know, what else can I say 
about Gameday ‘98? I mean, for the 

I I last several months. I’ve just been 

1 J going on and on about how great 

j ^ ^ this game is, but I have been playing 

the game for another month now and 
must restate my feelings. 

The graphics are astoundingl They’re best 
anywhere, with texture mapped iogos, num- 
bers, and perfect colors. The sound is 
bone-crushing! Every single hit Is 
delivered with perfectly timed 
crunches that are likely to 
make old football injuries > 

ache. The piay is deep and /a 
tighti 3D is more than just /A 
for iooks — it / 
ailows for real / 

3D space to be 

that is cruciai 

holes for the run- 
ning game. There 
W are advanced moves 
B for real gamersi The 
^ advanced moves are what '' 

® made Gameday '97 the 

gamer’s choice. This is the only 
football game that allows novices 
and veterans alike a chance to 
use their head and hands. And 
finally, the camera gets right in 
your face! The camera is dynamic 
and gets in close to weave 
through the holes and pulls back 
to read the defense. 

Sounds good enough. 


0 SYS. PuyStation, Saturn^ PC 


0 DEV. Sony Interactive 


One nsw move Is tMs Juke which can OGca- 
shmaly Mrs the D eut of their Jochs. 


but there are 
some small concerns 
that I’m sure will be fixed. 

First off, the play diagrams aren’t near as ciear 
as last year’s and the play feels almost too simi- 
lar to last year. I mean, I loved last year’s game, 
but I expect some upgrades in gamepiay with 
each new version. These are just nitpicks and I 
fuiiy expect to be piaying Gameday ‘98 with i 
every free minute I have. It Is, without a doubt, k 
the football game to beat. J 


The wrapping tackles are vidoiis and are much superfor to previous ettorts. 


it’s so close to football 
season that I’m once again 
washing all of my purple 
clothes for the Vikings bar. 


New uniforms for the Bucs 
and Broncos are unveiled 
for the first time and the 
season ain't even started. 


Receivers }ust don’t drop 
the bail this year, you have 
to knock the pass down. 
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More Madden, now for tha NG4! 


OO 



fter hearing absolutely nothing about 
f \ this title, EA shocked the industry by 

1 I recently debuting Madden ‘dS for 

V I I a the N64. Several months ago, EA 

) ^ announced that they made a deal 

with Nintendo to start bringing some 
of its popular franchises to the N64. The first 
\ title to make it was FIFA 64, which was a pitiful 

excuse for a soccer game. However, with 
) Madden 64, EA is actually putting some time 

into developing a game for the N64, 
rather than just porting over the 
PlayStation version. 

Unlike its 32-bit counter- / 
part. Madden 64 uses a /A 

completely 3D engine with / 
polygonal players. EA did / mBk 
manage to secure a / 

player’s license, but, much 
to my surprise, do not have K ^ 
an NFL license. What this _ 

means is that Madden 64 will 
not have any team names, real \ 
stadiums, or logos. And while the 
polygonal players do look impres- 
sive, it is a crying shame that they 
aren’t going to have logos on the hel- ' 
mets. Meanwhile, NFL Quarterback Club 64 
has all of the licenses, uniforms, stadiums, and 
runs in hi-res mode, to boot. Because of all 
this, EA is up against it again; on the 
PlayStation, they have to outperform the bet- 


bi dose, you can even see the dialk under 
the playei’s eyes. 


Playera’ names and numbers are on the 
Jersey, so you can recognize punks 
IHte these. 


ter-looking 
m / Gameday, 
M M J on the 

/ they 

ww / havetocom- 
pete the 

^ licensed QBC64. This 

is a new dilemma for EA, 
which has been on top of the football world for 
longer than most can remember. 

The play of Madden 64 is j 
identical to the PlayStation J 

version as far as I can tell, 1 

and the only major differ- M 

ence (aside from the 
graphics) is that there won’t 
W^^Sm be any annoying announcer 
or video. The game is 
scheduled for October, but 
early to tell if they 
have a chance of beating 
0lAaBC64. 

One thing is for 
WSm certain, that Madden 64 is 
going to be one of the 
biggest N64 games this 
Christmas. If the quality can 
^ live up, that’s good news. 


1 Reallstfc effects, Hte ptaybig over a baseball Held hi the early season, are nice. 

2 The playbook and At are Identical to the PlayStallon version. 3 Without the NFL 
Bcense, UaMen VSwtII be missing quite a bit, InchMgng logos and team names. 
4 Mors antanathms than the PlayStation version gives Meddso ‘M a smoother look. 


The Power Of 


With double the animation, Madden 64 
delivers a much bigger hit than its 
sprite-based relative on the PlayStation. 


o 

SYS. NimENBO b4 ' 

o 

PUB. EA Sports 

e 

DEV. Tiburon ^ 

e 

REL. DATE. October ^ 



1 RH fit from the time I picked this 
game up, tt fett Nks a good cid- 
faslrioned MaMen. 

2 Bocause Meddsn Isn’t using the ht-res 
mode of the N64, n doosn’t look as crisp 
atQBCea. 

3 AH of the usual features and optfens 
make MatUena compiets game. 


ms ULTHA samefDlagjeri 
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Im th9 NHL mmrimm fmally rwtuming to fom? 


OO C300 



0 

SYS. PUYSTATION, PC 

) 

0 

PUB. EA Sports 

) 

o 

DEV. EA Canada 

) 

0 

REL. SATE. Novenber 

) t 



he once mighty NHL series has 
been under fire in recent years. 
Two years ago, the game never 
released, and last year, it Just 
wasn’t up to par. EA realizes this 
and is making a commitment to get back 
that glorious feel of the 1 6-bit versions. 

Once again, the players are polygonal, 
but this year the focus is on the gameplay. EA 
Canada has finally been given the chance to 
work on the PlayStation version, and a team 
full of hockey fanatics (Canadians, ehh!) are 


attempting to raise this series back to the top. 
I’ve only had a short amount of time playing 
the game, but already it feels like the best NHL 
since ‘95. The control, feeling, and speed are 


back with a vengeance. 

Another big addition for ‘98 
are the coaching options, 
which should give the game 
a lot more depth. 

Of course, EA has 
included all of the presenta- 
tion that we’ve come to 
expect. Players stats flash- 
ing on the screen, stadium 
announcers, and a slick TV- 
style look make NHL ‘98 one 
of the sharper looking hockey 
games around. 

I’m currently playing through the latest 
rev and will report more next issue. 



>:27 

RON HDCTAU < 


Vi PHI 

LAQELPHiA 


J 


Tlw new ptayers now 

tanar taxlaras than last ynw. 


1 Good dramatic camera wofc 
tor things Nko ponaWos actuaRy 
atlds to the ovsraG pre s ent a ti o n. 
2 The control on the shot tools 
right tor the nrst Ihne In years. 

3 PiMng oR one-thnars Is again a 
lilgkeylnNML«& 






O 

SYS. PUYSTATION, PC, Saturn 

0 

PUB. EA Sports ) 

0 

BEV. EA Canada ) 

0 

REL. SATE. Novenber ) , 



0 look at Live ‘98, you’d think it 
was the same exact game as 
‘97, however, that is completely 
untrue. While the graphics really 
haven’t changed, the play interface 
is completely new. Things that were already 
implemented include the new total control that 
allows you to back down players in the post, 
shoot leaners, shoot fade-aways, and dribble 
the ball between your legs. In previous Lives, 
the players did all of this, but the user had no 
control over it. This year, the control is back 
where it belongs — in the players hands. 


There are many changes still happening to 
the game, but the version I played still had the 
same slippery control and flops. According to 


the folks at EA, they are 
working on changing all of 
that. If they can manage to 
tighten up the Al and con- 
trol, then maybe Live ‘98 
can overtake In The Zone. 

One of the graphical 
changes that we’ve already 
started to see are the play- 
ers faces, which have been 
textured onto the polygon 
bodies. Currently the develop- 
ers are working on a way they 
can get the camera close enough to take 
advantage of this detail. Hopefully by next 
Issue I’ll have even more on this one. 



q kwe tMs cointryt’ New face textoras make 
R easy to recognize NRA stars and serabs. 



1-3 New moves, Wts ttw 
crossover iktblils, enable the 
player to take more control. Check 
out the handles on IMS playl 


m3 
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JJ’m got hain but domm hm havm qamm? O O CZD O O 



OO 



e 

SVS. PUVSTATION 

) 

o 

PUB. IirrERPLAY 

) 

e 

lEV. GameTek 

) 

o 

REL. DATE. Fall l'i'16 

) 


< 3 ) 


ust last year, Gametek developed 
this football engine for KonamI 
and Sega. Neither version 
Impressed me much, but they 
are back for another round. This 
time. Interplay Is picking up the PlayStation 
version and pushing it as the next big 
gridiron game. 

The players are sprite-based and the 


graphics aren’t on par with the other big 
games. However, the developers claim that VR 
Footballis going to be the most realistic simu- 
lation of football on the market. The version I 
have been playing does not appear to be that, 
but I’m willing to give it the benefit of the 
doubt until I see a final. My main problem with 


this game (and last year’s) 
is the passing arc that gives 
away where you are throw- 
ing the ball. It just doesn’t 
make any sensei 

One feature VR Football 
exclusively has Is the play 
editor. Which allows you to 
create and use your own 
plays. This Is a great fea- 
ture, but the game is still 
the key. 

Hopefully, they will rework 
the passing game and give us football fans 
something new, rather than a poor imitation of 
the big games. 



IPi just hard not to hats this hahiwHialrad 
punk, but It you Ilka him, he la In the gama. 


1 The hwolveniant of a working 
NFL coach meant that the playt 
are very leaNeUc. 

2 The passing meter It back, much 
to my ditmay. K n wara only useful 
In some way, I wmdd forgive tt. 

3 The sprites have been changed 
from last year to give the game a 
sHgbtly batter look. 





r 







Ifm innavativ&i but im it good? 


OO 



e 

SYS. PUYSTATION 

) 

o 

PUB. MIHiIAY 

) 

e 

DEV. Visual Concepts 

) 

e 

REL. DATE. Fall infl 

J I 


<S) 


Isual Concepts has been very 
busy making deals for its latest 
hoops game. Not only Is 
Midway publishing a version for 
the PlayStation, but Sega Is using the 
engine for its AIBA Action ‘98 as well. 

The problem for Hardwood Heroes Is that 
the competition on the PlayStation is 
extremely stiff. With NBA Live, In The Zone, 
and Shoot Out a\\ looking to Improve on last 
year’s games. Hardwood Heroes needs to be 
very special to even get a look. While the 
game Is far from complete. It already shows 
some interesting innovations. The ability to 
back a player down is a welcome addition, but 


currently the Al Is way off 
and some of the jump shot 
animations are not so good. 

While there is a variety of 
camera angles to choose 
from I have yet to see one 
that I liked. Way too often 
you aren't In a good 
position to see or partake in 
the action. 

If Visual Concepts can 
address these issues and 
make Hardwood Heroes look 
and play like a basketball game, then they 
could compete after all. Stay tuned! 



TIm polygon playan aront tha boat I've aeon, 
but they arant the wont, elthor. 


1 Appaienlly they mothm-cap- 
turad Frank and Ma ScotOah 
Heave biataad of aomaone who 
could achuiHy knock down a ahoL 
2 Backing down a playor bi tho 
poet la a great new faatura, hut 
wHI Um mat of the gama be up to 
anutf? 3 TIm baH dooant appear 
to actually go through the noL 
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The ‘new’ Heel aim delivers a big hit! 
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OO 



e 

SYS. PUYSTATIOH, PC 

) 

e 

PUB. Accuin 

) 

o 

DEV. Sculptured SoFruARE 

) 

o 

REL. DATE. Fall mfl 

) e 


<I) 


his is the first official game of 
the ‘new’ Acclaim Sports and 
looks to be showing a new 
quality that other Acciaim 
games haven’t. 

The game is a traditionai hockey sim with 
aii the piayers, stats, and features of the 
genre. Some of the new eiements the deveiop- 


and more in-depth strategy, individuai fatigue 
meters, and a new inertia-based checking 
system. The checking system aliows for 
piayer’s weight and speed to determine the 
outcome of the vicious coiiisions. The early 
version i’ve been playing is super fast — 
aimost too fast — and the piayers and ice 


look great. The hockey field 
is going to be tough this 
year, with Powerplay ‘98, 
NHL ‘98, and NHL Face Off 
‘98 an iooking good as weii, 
therefore, the key to 
Breakaway's success is 
going to be how it piays. 

' The deveiopers at 
Scuiptured are aii hockey 
fanatics and I’m hoping this 
will really help in finishing up 
the game. 

Once I get a finished version in, I 
know how it stacks up with the rest. 



The textures and players look astounding, 
easily as good as the rest of the competition. 

let you 


1 The new checking system 
makes for some crazy collisions 
the Ice. 2 The In-depth strategy 
settings couM he the key to 
Breakaway^ success. 

3 Animations like goalies 
stacking the pads are done to 
near perfection. 







e 

SYS. Playstation 

) 

o 

PUB. Electronic Arts 

n 

o 

DEV. Tiblron 

) 

e 

f1.S.R.P. 

) f 




his is the first 32-bit college foot- 
ball game from EA and, despite 
its similarities to Madden, it 
actually is quite innovative. 

The gameplay is tradi- 
tional EA fare with the now 
infamous slippery control, but the college 
playbook makes for an experience a little dif- 
ferent from Madden. However, what makes 


mode. This new feature allows the player a 
chance to take over a college program for four 
years and try to turn it into a national power- 
house. It includes recruiting, practicing, and 
thinking of next season, as well as the one 
you’re in. This is something that should be in 
all college sports games and gives the game 


an amazing amount of replay value. 
Currently, NCM Football ‘98 is the 
only college game available, and anyone 
who enjoys Madden will love this game. 



1 The spilta-based graph- 
ics are a hit cleaner than 
last year’s Maddenani the 
players all have more of a 
college look. 2 The passing 
In NCAA Is almost too easy, 
allowing for way too many 
400 plus games. 
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e 

SYS. PuyStation 


c 

PUB. Sony CE 

) 

e 

DEV. Sony Interactive 

) 

e 

n.S.R.P. 

) 






Hie simple-to-use pitching Interface 
gives you total control of speed 
and pitches. 


es, it’s unfair to the developers at Sony 
that Its game happened to come on 
the heels of the best baseball game 
ever made. After all, World Series 
Baseball ‘SSjust raised the stan- 
dards for all baseball games, Including 

MLB '98. 

The polygonal players are easily the 
best on any system and the play Is solid. 

However, the same problems that have plagued 
every other baseball game are still 
here. The developers purposely 
enlarged the field to allow for 
doubles and triples, but even 
though the field Is too large, 
there are several cases 
where speedsters like Ken 
Griffey Jr. can’t even get to 
first on what should be a 
base hit to 
right. The 
camera angles 
are another 
major problem 
with MLB ‘98. 

You’re either so far 
back that fielding Is dif- 
ficult or the angle Is so poor 
that you can’t tell which way tr 
go. The pitcher/batter Interface 
Is decent but, like much of the 
game, doesn’t do anything dif- 
ferent than baseball games on 



the Genesis. 
In the 

end, MLB ‘98 
5 Just as good, 
ot better than 
Triple Play ‘98 on 
many levels, however. 



neither of these games are even In the same 
league as WSB ‘98. If you own a PlayStation, 
there Is definitely a choice of baseball games 
and MLB '98 should be on that 
list. The presentation, play-by- 
play, and overall look of Triple 
Play ‘98 however, give it a 
slight edge. If you’re Just look- 
ing for a fast-playing 
simulation of baseball, then I 
actually think that MLB ‘98 
plays a bit better. 


The swing animations are 
excellent and the bat does 
actually make contact with 
the ball. 



We all love loading, but at 
least in MLB ‘98 there is 
much more game than load 
time. 



1 The batting cursor works good, but no better than any other baseball game. 

2 The playing fields are actually too large and leave the players looking like ants. 
2The camera angles Just aren’t right Taking a cue from WSB 'SB would be a good 
due for next year. 4 The ‘create a player' feature Is dons exceptionally well. 


The stick intro is a collec- 
tion of plays that are sure 
to wow any baseball fan. 
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ULTRA Game Players. Well, here it is. 
November already, and I haven't got one 
damn birthday card or present yet. It makes 
me feel kinda... sniff... unloved... whimper... 
No, it's OK. I'll be alright... choke... I just 
thought that... Oh God, nobody likes me!!! • 
Waaaaaahhh! Waaaaahhh! Waa... This has 
been a test of the Emergency Bill Breakdown 
System. Had this been a real alert, you'd all 
Be in real deep trouble by now! All letters 
received are 


for publication 
unless marked 
otherwise. 

We reserve 
the right to 
edit such 
letters for 
reasons of 
space or 
clarity. 

Gimme! 


Standard Mall enclosed in the 
following editions; AB,C,D,A2,E,H 


Bulk Rate 

U.S Postage Paid South Florida 
Facility Permit No. 177 



Mario is back! 

Incredible new information on your 
favorite platform hero. Nintendo’s 
amazing plumber returns with 
some old friends. Find out who 
and what in the next issue 
of UGP! 


More Madden 64! 


Everyone’s favorite football hero makes the 64 bit cut, plus we’ll be 
reviewing and previewing every new pigskin game as the football 
season gets in gear! Join Mike Salmon in the huddle next month. 


Black Belt vs Bural 


Sega’s new console is causing quite a sUr. Will it be Black Belt or 
Dural? Are they both one and the same? Only tuning in next month 
will reveal the answer, but we can say this, it will be awesome! 


Sonic Madness! 


Your favorite blue hedgehog is back, with an all new 3D Saturn 
game... but maybe not the one you think. We’ll have lots of surprising 
news on Sega’s original mascot — Just make sure you’re there. 


Bill is evil... 


Nothing new there, but Network next month will reveal, once and for 
all, the secret of Bill Donohue’s evil madness, his upbringing on the 
Yorkshire Moors and the downfall of the House of Donohue. The 
Rinsing is coming. 








nETWOHH ') 


MEET 
THE TERM 



CONNECTION 


LETTERS FROM OUR RERDERS. 


Ekt ow that Halloween 
irW Is just around the corner, 
wealing a cheesy costume and just beg- 
ging for an apple with a razor blade in it, 
we here at ULTRA Game Players have decided 
to print some really scary letters, so that we 
can scare you, our fright-filled readers, with 
some really scary stuff... 

Oh, who the hell are we kidding? Every 
month we get letters like this, so It doesn’t matter if 
Halloween is tomorrow or six months down the 
pike. And as long as we have to read these 
horrifying things, then you’re gonna have to read 
them with usi Heh, heh, heh... 

So what are you waiting for? Don’t you 
wanna make Roger cry? We do... it’s fun! Send 
your creepy stuff to: 


NO BRRINER 

I bet you thought that I went up 
in smoke with the Arkiey Labs, 
didn’t you? Well, you’re wrong! 

I’ll have you know that I’m alive 
and well and ready to start 
my master plan. I’m going 
to spread a virus all 
over the world! My 
first target will be 
the ULTRA Game 
Players office. So 
beware! Everybody 
on the whole 
entire planet will 
be transformed 
into zombies! Ha, 
ha, ha, ha, ha, ha, 
ha, ha, ha! 

Albert Wesker, 
Raccoon City 


Network Conneetionm 
ULTRR CRME PLRYERS 
ISO North Hill Drive 
Brimbane, Co 94005 


FRnNK»> What 
are you talking 
about? If you think I’m 
fool enough to contract 
some poorly planted virus, 
then you don’t know me. In 
fact, once I’ve eaten this deli- 
cious donut. I’ll take a nap and 
contemplate your foolishness. 
Mmm... tasty donut, (crash) 
Aaack. Must... find... brains. 
Must... eat... brains. 


made a sculpture of you out of, 
yes, CHEESE! And finally, she 
started dancin’ around the 
cheese while chanting ‘Bud-dy 
Beer! Bud-dy Beer! Bud-dy 
Beer!’ Uh, Bi!l, WHAT HAVE YOU 
DONE? RELEASE US, PLEASE! 

Joe Rolfe 
Harr!son, ME 

81LL>>> Release you? What 
the hell are you talking about, 
Joe? I’m trying to scrape togeth- 
er enough money to get your sis- 
ter out here so she can build a 
beer shrine here in the office! 
And since you’re supposedly in 
my power, why don’t you kick in 
$20 towards the bus fare? 

CHOP SUEY? 

My brother got the new Fighters 
Megamix for the Sega Saturn. He 
has already gotten all the hidden 
characters, even Nlku (Chop). He 
was playing as Chop and then, all 
of a sudden, his opponent was a 
tree named Punch Tree. I’ve got 
two questions: 

1 . Who is Punch Tree? 

2. Is he playable? 

P.S. He was in row I (secrets). 
Matthew Polston 
Louisville, KY 


SHE’S SMRRT! 

Hey, uh. Bill, one day I was home 
reading ULTRA Game Players 
(issue #99) and screamed out in 
shock when I saw your picture. 
My sister asked why I screamed, 
and I said you were EVIL, ‘cuz I 
mean, hey, you’re Bill! She said, 
‘Evil? Let me see.’ But then, 
somethin’ weird happened... She 
threw the mag on the ground and 
bowed down to it. She said: ‘Bill, 
you’re still alive! My beer store 
has missed you!’ Then she got up 
and made a shrine out of beer 
around the magazine. Then she 


FflnNCGSCft>>> I suppose 
you weren’t too alarmed that you 
were fighting a tree, since you 
already had a hand at playing as 
a large piece of red meat. Am I 
right? Thought so. With that said, 
here’s your answers: 

1. Punch Tree is basically the 
palm tree that sits in the logo for 
AM2, the division of Sega that 
actually developed the game. 
Punch’s stats, other than those, 
are undisclosed at the time. 

2. Yes, I believe that he was in 
the Japanese version. I’m not 
sure if he’s playable in the 
American version, though, fit 



make sure to put it in AH Access 
once t find out. 


HE DRIBBLES 


Hey Mike, I’m a crazy sports 
fanatic. I’d like to know if EA 
Sports will have season awards 
and a rookie game in NBA Live 
‘98? Also, when will EA Sports 
ever put Michael Jordan in 
another NBA Live game? Let EA 
stop making those slippery 
courts on NBA Live ‘97. And EA 
Sports’ next motion capture play- 
ers should be Jordan, Pippen, 
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and Shaq. Keep making good 
sport reviews and thanks man! 
Darryn V. Smith 
Grandview, MO 


MlKe>» NBA Live ‘98 is sf/ff 
pretty early in development, but 
some things I do know is that there 
will be much more control over the 
players. You will now be able to 
perform fade-aways, back people 
down in the post, and dribble 
between your legs. As for Michael 
Jordan, chances are we will never 
see him In a video basketball game 
again. As sad as it is, the onty per- 
son to blame is Michael himself. 

UH... RIGHT... 

Ali right, maybe I just don’t under- 
stand. Do women have to be cooi by 
being half naked and shooting 
everything in sight? Do guys have to 
be cooi by oniy being interested in 
the girl’s body, such as this big fat 
issue with Laura Croft? Does a girl 
have to have breasts iike Doiiy 
Parton or Pamela Anderson to be 
the star of a game? I would like you 
to know that my chastity makes me 
no less a man. 

Boba Fett 
Waterville, OH 

ftOGeft>>> i might be inclined 
to agree with you, Boba, if f actu- 
aliy befieved that your chastity 
was seif-imposed. Fact is, i know 
you had trouble standing up 
straight when you saw Princess 
Leia in that stave girl outfit at 
Jabba’s. And to answer your 
guestion, no, women don’t have 
to be hatf naked and shooting 


something to be coot - that’s Just 
preferable. Actually, for losers 
like you, Boba, women Just have 
to be non-conversationat and 
inflatabte. 

NO BRHINER 

I have some questions about 
Nintendo 64; 

1 . In Mario Kart 64, my racer 
(Mario) whistled and said, ‘Okey 
dokey.’ Does this mean some- 
thing? Is it some sort of a code? 

2. Does the Rumble Pack work for 
other games besides Starfox? 

3. Is Nintendo going to make 
another Mario 64 game? Do you 
know when it will come out? 

4. Do you know of any new sys- 
tems that Nintendo will make? 
Michael Persinger 
Indianapolis, IN 

FfinNK>>> Here are the 
answers to your questions:. 

1. ‘Okey Dokey’ Just means Mario 
is acknowiedging a power up. 

No big secret. 

2. it works with most 
new games coming 
out. In San 


Francisco Rush, it rumbles on 
turns. In Goldeneye, it rumbles 
when you shoot or get hit. 

3. Mario 64 2 shoutd release at 
the end of 1998 and the good 
news is that Luigi is back for a 
two ptayer mode. 

4. Nintendo has no pians for a 
new system at this time, in fact, 
it Just upped the production run 
for Game Boy. 


Top Left: Mike Persinger thinks 
Mario Kart 64 is full of secret 
slogans. He’s out of his freakin’ 
mind, right, gang? 

Top Right: Zombie Frank prefers 
brains, but good old Scottish 
Frank can’t get enough haggis. 
Mmm... sheep entrails... 

Center: Here’s a picture of Jon 
Rolfe’s sister’s Bill shrine, 
taken just before the fondue 
pot heated up... 

Bottom Left: Fighteris Megamix 
is the only game that lets you 
fight a tree while you’re a piece 
of meat.... 

Bottom Right: Hey Darren, see 
Mike Jordan in NBA Live ‘98? 
We didn’t think so... 



http: //WWW. ultragp.com 



HSK THE 
INDUSTRY 


CL 

Q: ...Is Mike as cute as he 
looks in the magazine? 

- Jennifer B., Cordelia, CA 
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Q: ...Mike Salmon is my 
hero! What’s he really like? 
>Ttownqt@aol.com 
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Q; ... I have a secret crush 
on Mike! He’s the coolest! 
- Patricia W., 
kamnrdr@hesLcom 



(Mike wrote a response, 
hut we, uh... ran out of 
room... Heh, heh, heh... ) 



R RERL FUN GUY 

Why do you even have a letters sec- 
tion? You rarely answer questions, 
instead, you use the space to make 
some wise remark about a serious 
question. Peopie write to this maga- 
zine to ask for help on certain 
games or for your opinions about a 
certain subject. If you must try and 
make yourselves feel good by 
putting down and insulting the peo- 
ple who subscribe to this magazine, 
at least answer their questions. I 
know a lot of it is supposed to be 
humorous, but I find it demeaning. 
Fred Scuttle 
Boston, MA 

BILL>>> Good point, Fred, and 
in the interest of making sure you 
get a compieteiy satisfactory 
answer, t’m gonna be honest with 


you. When we first changed to 
ULTRA Game Ptayers, then-Bditor 
Chris Siate decided that the tetters 
section shouid be compieteiy seri- 
ous and compieteiy about games. 
Well, we did that and the com- 
plaints started to pour in. Seems 
that ULTRA Game Players readers 
want a little Insanity along with the 
best reviews, previews and strate- 
gies in the business. So we went 
back to doing things the old fash- 
ioned, funny way and it seems that 
all our readers are happy, except 
you. Hope that answers your ques- 
tion, Fred. By the way, that’s some 
really nice Walt Disney stationery 
you got there... Gee, those bunnies 
are cute... 

DERR OLD ORO 

I need to know what happens in 


Twisted Meta! 2 when you finish it 
with Sweet Tooth. I cannot do it. 
Neither can any of my friends. In 
Twisted Metal 1, if you finish it with 
Yellow Jacket he asks Calypso if he 
can see his son. Calypso tells him 
that his son is Sweet Tooth. I think 
that Yellow Jacket is the driver of 
DARKTOOTH. That is my theory. 

Could you please finish it with him 
and tell me what happens? Thanks. 
Thomas Bittroff 
Fort Nelson, Canada 

FfiBNCeSCfi>>> Wow, Thomas. 
You’d Rgure, by the way you’re talk- 
ing, that all we do around here Is 
play games or something. Go figure. 
Luckily, I DO happen to know about 
the question you’re asking. If you 
manage to finish the game as Sweet 
Tooth, you’ll find out that Dark Tooth 
is his old man. I suppose that’s why 
they share the same last name. And 
then he goes and turns his poor boy 
into a slug-like insect (it’s an 
Improvement over the Clown make- 
up, If you ask me) In the ending cin- 
ema. So, Thomas, you were right. 

You made the connection and you 
win this round of 'Videogame 
Family Tree Feud’. 

WHINE & CHEESE 

I really have a problem with your 
game rating system. For example, 
how can Starfox 64 be ‘...one of the 
best shoot ‘em ups ever conceived’ 
and ‘...stunning’ and only garner an 
8.1? Every other magazine gave it 
nearly perfect scores (I’ve heard). 

1 . Here’s the question of the year: 



F or those of you who just 
got your copy of ULTRA 
Game Players and turned 
back here first thing, bless 
you, but I need to do Just a bit 
of explaining. You see, In this 
issue, I really slammed a 
game called Bravo Air Race. I 
used my sharp wits (well, at 
least half of them) and my 
keen satiric writing style. But 
I didn’t always treat games I 
didn’t like that way. Nope, we 
had ofiier means... 

My sisters had a game 
called Mouse Trap it was a 
little plastic board game that 
was kind of like a Rube 
Goldberg device to catch littte 
plastic mice In a really com- 


plicated way. Wide Wan and 1 
didn’t like tt, ‘cuz H was my 
sisters’ game and, besides, 
we needed something to blow 
up... really bad... 

We figured out that It 
this damn game would lower 
a basket on the red, blue and 
green mice, it would also 
nicely lower a match on the 
red, blue and green firecrack- 
ers we’d glued to the game 
board wtth highly fiammable 
model cement. Remember 
that highly fiammable part, 
OK, gang? 

We must have used half 
a tube of glue securing those 
firecrackers In just the right 
spot We used the other half 
of the tube making sure the 
big wooden match was glued 
nicely to the little basket And 
then, the countdown started... 

At the appointed time, 
we kicked the game into gear. 
Marbles rolled, ratchets 
ratcheted, pendulums swung. 


a little old man made of yel- 
low plastic dove Into his 
bathtub, and, finally, the 
match started down the last 
mile to keep its appointment 
with our explosives. You gotta 
realize that, up until now, the 
experiment was everything 
we thought it would be... and 
more! We didn’t realize just 
how much more... 

Somehow, as wtth most 
of our ‘experiments’, Mr. 
Murphy and his damn law 
took control. All the glue we 
used to hold our munitions In 
place started to bum. Soon 
the board and most of the 
plastic pieces were crackling 
merrily along, while the fire- 
crackers hadn’t even begun 
to smolder! 

‘Quick, Bill!’, Walt 
screamed. ‘Get a wet towel or 
something’ (Uh... did I men- 
Uon that our experiment was 
taking place in my Dad’s den? 
I didn't think so... )! I ran out- 


side, grabbed an old beach 
towel and threw It in the dog 
dish to get It wet. As I was 
pulling the wet towel out of 
the dog dish, I looked over my 
shoulder just in Ume to see 
Wide Walt rushing up to our 
blazing inferno of an experi- 
ment with some old newspa- 
pers. I guess he thought he 
would smother the fire. We’ll 
never know, because Just as 
Watt got up to the holocaust, 
the firecrackers finally went 
off. All of them... all at the 
same Ume... I thought tt was 
glorious, but then, I wasn’t 
standing a foot away when 
the Infernal device went up. 

Needless to say, we hid 
the results of our experiment 
and never told anyone about 
tt. I rtontt think any of my sis- 
ters or parents ever found out 
about tt. UnttI now... 

I’ve learned my lesson, 
though. I’ll Just shoot Bravo 
Air Race wtth my pellet gun... 


ISO UORA gsimmplaijEirs 
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nSK THE BIG 
BOYS! 

Do you have mommthinq to 
may about a particular 
game company? Say it to 
their face! Write up your 
quemtion and mend it to the 
umual addremm, c/o Rmk 
The indumtry. 


JHDED CHMEB... 

The Jaded Darner ham determined 
that a CD of a really bad game can 
take several hits from a pellet gun 
before it becomem completely un-flight 
worthy. Cool, huh? 




Top Left: We had to play TWisted 
Metal 2 for Thomas Bittroff. Geez, 
what a loser... 


Top Right: Hey, Daniel Darakjian, 
you’ll never see Ken Griffey on the 
N64. Ha, ha, ha! 


Center: Hey, wait a minute... 
Where’s the banjo and those pretty 
city sticker boys? 


Bottom Left: Starfox 64: ft looks 
like a plane, but It doesn’t fly like 
a plane... 


Bottom Right: Yes, Final Fantasy VII 
is an RPG. Now, are there any more 
stupid questions? I’m sure we’ve 
got a few stupid answers left... 


Which will be better, FFVH or 
Zelda 64? 

2. Will there ever be an X-Files 
videogame? 

3. When is Griffey Baseball 64 going 
to be released? 

P.S. Keep up the good work! 

Daniel Darakjian 
Glendale, CA 

MIKe>>> As for our rating sys- 
tem, I apologize if we don’t give 
every game a perfect score like in 
the other magazines. Hie just fig- 
ured that honest scores gave our 
readers a better idea of how good 
the games are. But we hear your 
cry and, from now on, every game 
is going to get a perfect score, so 
we don’t upset any other whiners 
like you. There, are you happy now? 

1. They are both going to be awe- 
some, hut Zelda is more of an action 
game while Final Fantasy VII is a 
pure RPG. 

2. Let’s hope not. 

3. Never, if we’re lucky. 


LET’S BE FBHNK 


ftOGCfl>>> That’s Just great. 
Lander. We go to all the trouble of 
creating a secret identity for Chris 
and you go and blab it to the world. 
Now the father of the claw-hooved 
sheep cloning process is no longer 
safe. By the way, your Uncle Bill 
sucks, but if you could get Jennifer 
Flowers phone number from him, I’d 
appreciate it. 


WHHT FI SICKO! 


I’ve been listening to the news 
and there’s a computer virus that 
will wipe out all technology 
except PCs. Will this effect my 
SNES, Saturn, and Playstation? 
Just wondering. 

Nick Rotach 
Lewes, DE 


FRflNK>>> No. Unless you have 
an illegal SNES disk drive, you 
won’t get a virus. Except possibly 
the Flu. 


At first I thought this whole ‘Frank 
O’Connor’ thing was just a trick so 
Slate would find out where I live, 
but now that it’s for real... I’ve been 
spying on ‘Chris’ Slate, and guess 
what? His name isn’t Chris, that’s 
his middle name. His real name is 
James! You guys at UGP probably 
already knew that, but when I was 
making all the letters to mail to all 
the readers, my fiancee Susan died 
while licking the stamps, so I sent 
this to you instead. Well, gotta go, 
Seinfeld’s coming on, and those 
lambs are clawing at my face again. 
Lander Clinton 
Wynnewood, PA 


BILL>>> Well, Jon, the Dickens 
were this famous troupe of 
immolationists back in the 
1880’s. These guys would set 
themselves on fire while a band 
played ‘There’ll Be A Hot Time In 
The Old Town Tonight’. The band 
got beat up regularly, ‘cuz nobody 
really liked that song back then. 
Hope this helps, even though I’m 
pretty sure it won’t... 


WHO CBRES? 


I have three questions: Who are 
the Dickens, and why is it always 
hotter than them outdoors? And 
why does everyone want to beat 
the Band? Who are these people? 
Jon Lambert, 
parts unknown 
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Hie name of the game Is Stuck 
In the Closet The whole screen 
Is Mack. There Is no way to 
escape the closet (much like a 
mental hospital at night). The 
only sound effects are your 
character saying, ‘Come on 
guys, let me out,’ and your char- 
acter saying ‘Oohl’ when he runs 
Into walls. I already have 20 
games In this great series. 
Michael Bowman, 
]tnieb@lndy.net 

BIN: Goe, Michael, that’s Just., 
uh... great Tell me, did you bass 
this game on your own eariy 
childhood or have your parents 
Just given up on finding your 
younger brother? 


My game Is called Pont Look 
Howl'lou are this evil little guy 
woridng for a game magazine, 
when one day you open this 
really strange letter from this 
guy who Is sneaking up behind 
you with a .357 magnum. You 
have until you finish this letter 
to turn around, scream, and 
hand over ALL the addresses for 
Hie readers of this magazine. 
Just Pay Up, 

In a state I don’t recognize 

Bill: EEEYAAARGHI OK, OKI 
There’s Ray Gllllgan. He lives 
at.. You know, I could think a lot 
faster If you’d Just take that 
damn gun out of my earl 

My game Is called Tamagotchi 
MAna The idea is to raise your 
own mime. You start out by 
hatching out your little mimeiet 
(DM you think a mime Is actually 
bom?) Then you feed It, care for 
it, and watch It grow up into a 
fully*grown mbne. And then you 
do what you must do to all 
mimes. Ymi tag it, release It to 
the wiM, and proceed to hunt It 
down and kill It with one of fifty 
cool weaponsi You don’t even 
have to wait until your mime Is 
fully grown to kill it! I don’t! 
Megan Benoit, 

Coleildge, NE 

Bill: Hey, Megan! While this 
game can’t be classified as a 
’Tkve Classic’, like Rocket Dogs, 

R does have a certain charm and 
dry wH to H that deflnitely 
makes R this month’s top gamel 
I think you can count on really 
big sales for this hot little 
number, at least until the Mhne 
takes Rs deserved place on the 
Endangered Species list Tell me, 
what sound does a Mhne make 
while you’re blasting Rs buH 
with a shotgun? 


BUFF ENOUGH? 

I’m writing this letter in concern of 
ail the RPG gamers out there (like 
myself). I have been a loyal sub- 
scriber and never once have I seen 
a section totaiiy devoted to RPGs. i 
know you’re probabiy going to start 
aii that buii about how ‘sometimes 
there just aren’t enough RPGs to 
devote a whole section to,’ or ‘RPGs 
aren’t as popuiar here as in Japan,’ 
but you couid still cover older RPGs 
and give strategies for them. 

P.S. i’m not one of those acne- 
infested teenage nerds who devote 
their iives to videogames, either 
(not that i have anything against 
them), I iove to piay sports, and one 
of my hobbies is weightiifting. 
Andrew Hagar 
Carmel, CA 

FRfiNCesCfl»> Hmnt... I’m a 
little suspicious, Andrew. You know 
that old adage ‘He dost protest too 
much’? I’m wondering if that 


appiies in this case to your post 
script, but I’ii avoid the gray area 
and get to your concerns, instead. 
An HPG section would be dreamy (I 
used to buy mags specifically for 
this reason, too), hut I have a feel- 
ing that I’d be in the minority. Y’see, 
Andy, although RPGs are fairly pop- 
ular, cool, and all that dross... they 
still can’t compete with fighting and 
sports games in sales. Do the math, 
take a course in capitalism, and you 
might be able to add up the solution 
from there. Okay, I’ll do it for you — 
we have a Sports section and no 
RPG area. Also, hardcore RPG fans 
are also In the minority (sob, sob) 
and relying on their sole support to 
sell the entire mag would he risky 
business. So, sorry to say, but there 
you have it, Andrew... the cold, hard 
facts of life... 

CYBERSEH??? 

Please just answer one question. 
What the heaven is a ViRTUAL GiRL- 


FRIEND?!? is it kinda iike those stu- 
pid virtuai pets that ail the girls go 
gaga over? Do guys in Japan get off 
on that sort of thing? That’s sick! 

Oh and by the way, from what com- 
pany can I order one for my 
PlayStation or Windows PC? 

Jesse Duquesne 
Somerset, NJ 

MIKe>>> ft figures this ques- 
tion would come from the Garden 
state. After all, the only guy in 
Jersey getting lucky is Jon Bon 
Jovl. In answer to your question, if 
your system is in good shape and 
you’ve got a sizeable hard-drive, 
you should he able to get a real 
girlfriend, anyway. 

THEY SUCK!!! 

My son is an avid reader of your 
magazine. However, we are 
having a probiem with one of the 
companies that advertises in 
your magazine. The name of the 
company is Video Game 
Discounters of Novato, CA. They 
purchased a SNES controlier and 
18 games from him and now they 
wili not pay him. i won’t renew 
his subscription as iong as they 
advertise in your magazine. 

Judy Nielsen, 

Traverse City, Mi 

FRflNK>>> That company no 
longer advertises in this maga- 
zine. Please understand that we 
accept advertising from compa- 
nies in good faith, and so far, 
99.g9% of them are honest and 
faithful. We do have quality con- 
trol procedures and I can tell you 
that the company has been 
reported to the Better Business 



THE FRN SITE OF THE MONTH 


vldeogane nusLc Rrchlve http ;//taLon. eKtrenecoM.coM/vgNUSLC/ 


At the Videogame Music 
Archive, someone has 
decided to take on the 
hefty task of coiiecting 
and archiving a huge col- 
iection of gaming sound- 
tracks and posting them 
up on the Web for feliow 
enthusiasts to indulge in. 


The archive ranges from 
8-btt NES tunes to 32-bit 
PlayStation CD-quality 
sounds, along with a 
bunch of classic SNES 
goodies to boot. When vis- 
iting the site, you’ll be 
able to download the 
tunes or listen to them if 


you have the proper appli- 
cations to do so, available 
In your browser. 

The Videogame 
Music Archive is a must- 
visit for any die-hard 
enthusiast who’s looking 
for more than just game- 
play or visuals. 


take an audio trip down 
memory lane. 

The emphasis here is on the 
bulk availability of video 
game themes. 

Use the Web Ring feature to 
And more ear candy. 

N64 tunes are well repre- 
sented, too! 
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THEY SUCK!!! 

I’m having a hard time finding Final 
Fantasy Hi tor the Super NES. None 
of my iocai game deaiers have it, 
and I even caiied Nintendo of 
America for order information only 
to find out that Square has quit 
business with Nintendo. I was won- 
dering if it was availabie from you 
guys, or if you could at least send 
me an address or phone number so 
that I may call Square for more 
information on purchasing this 
game. Your heip would be greatly 
appreciated. I WANT THAT RPGii! 
Joseff Amador 
Hobbs, NM 

ROGeR»> Wen, Joseff, I feel 
your pain. Being the classic RPG 
that it Is, FFIII is definitely a hard 
find. The last place I actually saw it 
was at Target, of all places. My 
advice is to try some of the mail 
order places that advertise in UGP 
every month or, if you have internet 
access, check out our pals at 
www.therage.com. They 
should be able to set you 
up with it 


THE CRITIC 

Country music IS the most evil force 
in the unhrersa First, they start 
singing with their stupid accents, 
then they get that WEEEE-EEEyyy- 
yoooo instrument going In the back- 
ground. What the hell IS that? 

Country music will destroy us allll! 
Even those blasted Canadians can’t 
match it for its dark power! 

Jesse Watson, 

Nowhere near the country 

8ILL>>> Well, Jesse, that 
‘Weeeyooo’ instrument is called a 
Spleen Grabber. It’s main purpose is 
to prepare cows for life as ham- 
burgeis. As far as the Canadians’ 
Dark Powers are concerned, did you 
ever hear of Stompin’ Tom Connors?^ 
Now, that’s evil!!! 


Top Left: While some of our 
‘slower’ readers might have 
trouble with this caption, the rest 
of us get the jokel 


Top Right: Here’s Krystal’s dog 
munching on her stuffed 
dinosaur. Man, we’re scraping 
the bottom of the barrel on this 
one, I tell you! 


Center: Every game mag needs a 
picture of a guy with a really big 
sword. Uh... here’s ours... 


Bottom Left: Hey, Josef Amador, 
we’ve got 15 copies of FFIII and 
you don’t! 


Bottom Right: Yes, it’s Megan 
Benoit’s Tamaguchi Mime. Cut it 
out and kill It... 


Bureau in that area — something 
you are also encouraged to do. 

waoHoam 

Guess what? Chicken Butt!!! Ha! 
Ha! Ha! My friend told me I scare 
her. I asked her why and you 
know what? She stared at me 
and went home. I wonder why? 
Bill, you are so cute. Your new 
haircut makes you even cuter, i 
have a new toy for your box. i’ii 
seii you my dog Spaz. She’s crazy 
and ate my stuffed dinosaur 
alive. That poor dinosaur, i can 
stiil hear it squeaking in pain. 
Poor, stupid dinosaur. Oh weli. 
You’re cuter than sliced bread!! 
Krysta! S. 

St. Martinvi!te, LA 

BILL>>> Why, thank you, 
Krystal, I’m flattered! You know, 
it’s always Mike who gets these 
letters of adoration from many of 
our distaff readers, and I’m glad 
that some of you are finally com- 
ing around to recognizing Just 
who the really good looking staff 
member is! Of course. It’s also 
true that a lot of the women who 
write to me believe that their 
stuffed animals are alive, or that 
the voices In their heads are all 
paid for by me or even that it 
was me who was sneaking 
around their bedroom windows 
last Thursday night wearing that 
ski mask and carrying the ‘Hey 
Baby, Wanna get lucky with a 
Managing Editor?’ sign. WELL, IT 
WASN’T ME! MY SKI MASK IS 
DARK BLUE, NOT... Oops... uh, 
thanks again, anyway, Krystal... 
be seeing you... Dohi... 


SURFED RNY 
GOOD WEBSITES 
LRTELY? 

Drop um an o-mail with tho 
URL. If wo fool that it goea 
abova and beyond the call of 
duty, we’ll feature the page in a 
future ioaue! 


CRME IDERS Sc 
RERDER RRT... 

That'm right, gang, the Came Ideam col- 
umn and Reader Rrt im back, mo get off yer 
butta and mtart mending in all your way 
coo! mtuff! We'll print three game ideam and 
one piece of art per month, but we’re net gonna 
give away any prixem. Why? Uh... becaume we’re 
really cheap, OK? 





international mission where your ^ 
Huy chance of survival will be your precision 
control, your razor-sharp aim and your 
§|hnpeccable sense of style. Good thing | 
you’re James Bond. In the new GoldenEye ,^ 
for N64, you’ve got a 360-degree range, 

18 weapons and a license to kill. 

1^^ Hope your tux is pressed. 


AOL@keyword:NOA 
WWW. nintendo.com 
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